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Check out VR Baseball '97 at www.vrsports.com 
M 
Ба Check out the official Major League Baseball™ web site at www.majorleaguebaseball.com 


(EW! VR BASEBALL 97. 


Now, play Major League Baseball™ from any position or 
perspective. Because, this next generation game has a 
Virtual FieldVision™ 3-D camera that allows you to dolly, pan and 
zoom to and from any point in 3-D space. Now, see the action 
bigger and closer than ever before from either a first person or 
third person perspective. To bring this Major League Baseball™ 3-D 
world to life, real-time motion capture was combined with polygon 
players producing quick, smooth, life-like baseball moves. 


plate locations without menus. Total bat control for power, contact, 


Instant access to pitch selection, speed and control for unlimited 
bunt and pull-hitting without tipping your hand to your opponent. 


Hit and run, tag up, steal, stretch out a double or execute a squeeze 
play. It is up to you because you can control all of the baserunners 
while simultaneously controlling the batter. 


Super-fast Season Play mode with top 10 or full stats. Plus, 


mid-season All-Star voting and game. 


Four uniform options per team including updated colors and team 
logos for 1997. Plus, four play options and three difficulty settings for 

the skill level most challenging to you. 

, @ true physics model controls velocity, 
rotation, gravity and air friction for true flight, 
bounce and roll for varying surfaces like Astroturf, 
grass, dirt and fences. 
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The Ultimate Judge" of baseball just re-entered the building shoulderin’ a hefty 
new 3-D engine. And polygon players so real you can see sweat on a pitcher's 7 
temple. Plus play-by-play and color con two-man booth. 
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elcome to the first issue of 
GSN, where you'll find 
everything you want on 
sports video and PC games 
plus a little bit more. We’re 
gonna dissect every game, 
every franchise, every player, genre, pub- 
lisher and developer so you can go out and 
get the game that's best for you. Are you a 
guy that's strictly stats and Ai, or are you 
ali about the graphics and gameplay? We'll 
break it all down for you so no more $50 
blunders on bad games! We'll delve into 
the scenes behind, interview the develop- 
ment teams, and dig up all the latest news 
on the industry. For those of us who's phys- 
ical abilities have slipped beyond recovery, 
the electronic age brings us the interactive 
convenience of sports video and PC games, 
vicariously enabling us to live out our 
dreams in these replica teams; teams that 
are so realistic these days, it's hard to 
deny the talent on the field and that awe- 
some winning streak you've mustered up. 
For those of you into other sports related 
interests we've got Draft Reports, Fantasy 
Guides, Sports Card Advice, Online Sports 
and interviews with some of the top ath- 
letes around... and would you have 
guessed? They're big time gamers like you 
and me. The bottom line is that we're 
dealing with a subject that we're infatuat- 
ed with, and that is sports. Yes we are the 
guys that stayed up til 3AM playing Madden 
on the Genesis, we were the original own- 
ers of Pong sets across the nation, and we 
spent thousands of tokens on NBA Jam and 
Cyberball, yet we still found time to barbe- 
cue on Sunday afternoon and fire it up on 
Monday Night. Write in with your questions, 
suggestions and comments, because this is 
a team sport and this is your magazine. 
it's time to stand up and be counted for 
who you really are, and that is... a sports 
freak. Come on in brother, this is GSN. 
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-type mie we've 


GSN's recruiting you to add to the Pla 
sports gamers we want your best se 
and all of the mysterious liitle nua egies you've 
unveiled. Yes, your countless hours of КОЛО over UE 

friends and the computer at every level, is about to pay off. 


J stands for Joypad 


B circle Big head mode - at the match-up screen, hold up 

Тайе оп the joystick, and push turbo and pass simul- 
i 9 taneously. 

X-X 

S - square 


Hidden Stadiums: 
L1, RA, L1, R1, S 


Automatic Homerun: 
J UP. J T, J LEFT, J- RIGHT, J- S; 42-0, 
J DOWN, J X 


Cheat Strikeout: 
J X, J DOWN, ЈО, J S, J RIGHT, J LEFT, 
J T, J UP 


Cheat Crowd Boo: 
J DOWN, J X, J DOWN, J X, J X 


X All-Star game in Exhibition Game. Choose 
Exhibition Game, and go to the game options 
screen. Move the highlight to DH, and then 
press square, circle, square, circle, triangle. 
You will then be at the Exhibition Game Setup 
Screen, and your teams will be labeled as 
National All-Stars and American All-Stars. 

X Field of Corn. Enter the game option screen 
from any mode of play. Move the highlight to 
Credits, and then press square, circle, square, 
circle, triangle. You will then be taken to the 
previous menu, and you will notice that the 
stadium name has a green uns toit. This 
will indicate that the.ce 

ly entered. Yo 


X Selecting I icermate | jersey in 
Game. Go to the team select screen, and 
press the square button over the team you 


wish to select. Youywill notice the font will 
turn yellow. The teams alternate jersey will 
then come up for that team. 


At the "Tonight's Matchup" screen, enter 273 
using the A, Bottom C, and Right C buttons. 
This will activate Stealth Mode (cannot see 
Turbo meters in 2P game). Other codes include: 


616 - increase blocking rating to max 
937 - activates legal goal-tending 
390 - no pushing 

048 - no background music 

461 - unlimited turbo 

554 - hyper-speed code 

802 - max power 

025 - Baby mode 

111 - Tournamentmode 

120 - quick passing 

284 - Max speed 

709 - Max steal 


No drift - hold joystick down and press shoot 
then turbo 

ABA mode - hold joystick right, and press shoot, 
turbo, pass 


Rooftop Jam - to play on the roof of an apart- 
ment building, go to the match-up screen and 
hold the joystick left and push the turbo (A) but- 
ton three times quickly. 


E—SPNP*YOUR CARDS 
WANDTETTERS TO: 


GSN Point Shaving 
5137 Clareton Dr., Suite 210 
Agoura Hills, CA 91301 
or e-mail 


rlee@metropolismedia.com 
winners awarded each issue 


GXTV is the world’s first video game TV with hyper-amplified 
sound and graphics. Enhance the thrill of gaming with 
adjustable speaker doors, stereo surround sound and a 15 watt 
sub woofer. Plus, the intense screen graphics will make you 
feel like your head’s right inside the game. GXTV is also a 
181-channel, 13” stereo TV with two A/V inputs, stereo head- 
phone jack, backlit remote control and tilt/swivel stand. So 
whatcha waitin’ for? Send in those codes and maybe you can 
win one of these GXTVs for yourself! 
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A SHORT HISTORY OF HOW BASEBALL 


STADIUMS HAVE SHAPED THE GAME 
By Bill Kunkel & Arnie Katz 


П sports are 
affected by their 
environment. In 
football, the geo- 
graphical location 
of the stadium 
(Tampa and Green Bay have 
pretty dissimilar climates), 
and whether or not the stadi- 
um has a dome and/or uses 
artificial turf, has a definite 
impact on the game. 
Nonetheless, all gridirons 
share the same dimensions. 
No NFL team, for example, has 
а 120 yard long field. In 
hockey and basketball, the 
dimensions of all rinks and courts (with the single 
exception of Boston Garden and its uniquely cramped 
confines, which was grandfathered into the modern 
NHL) are uniform with the quality of the parquet and 
the maintainance of the ice surface the only variables. 
Baseball, however, has maintained its unique status 
even through several eras of social conformity. The 
"friendly confines" within which each team plays its 
home games is a unique environment, and these envi- 
ronments have virtually defined the nature of the sport 
for more than a century. 
Once upon a time, baseball had no confines, friendly 
or otherwise. Games were played in open pastures, and 
a couple might be set up for a picnic in right field. 
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Courtesy of f AP/ Wide World Photos! 
Batters didn’t try to upper- 
cut on their swing, since it 


was all but impossible to hit 
a ball over an outfielder’s 


century, and sometimes 
even later, there are 
reports of fans lined up 
(literally) to the foul lines. 
If there were an unusually 
large number of patrons one 
day, the rope that often 
comprised the outfield 
boundaries would simply be 
moved in and the fans stood 
behind it. 

The first of what we would 
think of as “modern” stadi- 
ums were wooden. The early 
National League and 
American Association stadi- 
ums of the 19th century 


phous nature of these sta- 
diums, along with the poor 
quality of baseball gloves 
(and infielding in general) 
led hitters to some pretty 
obvious conclusions. If 
right field was 400 feet 
away—or maybe more—you 
were probably not going to 
hit the ball out. On the 
other hand, if you hit the 
ball to an infielder, they 
were quite apt not to catch 
it! It was not unusual 
through 1920 to see a team 
make three errors in a sin- 
gle inning and still win the 


The ways in which the playing environment affects 


the outcomes in baseball are known as 


“park effects” and they come in two flavors. 
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head if there are no fences 
or bleachers to stop him 
from tracking it down. 

The ways in which the 
playing environment affects 
the outcomes in baseball 
are known as “park 


in two flavors. The 


were essentially ballparks 
with an attached wooden 
bleacher. It might only run 
along one section of the 
park, or it might extend 
slightly and wrap around 
the playing field. The earli- 


effects” and they come GFL. 


most commonly known 
park effects include 
whether a stadium is 
domed, uses real grass, 
its outfield dimensions, 
the amount of foul ter- 
ritory and the altitude. 
The other type is the 
effect of the stadium 
design itself. 


Stadium Design and the 
Dead Ball Era 

In the early days of base- 
ball and during the turn of 
the century, even when 
parks did have fences, they 
were usually incredibly 
deep. If one reads records 
of games played during the 
first ten years of the 20th 


est concrete stadiums, 
meanwhile, were construct- 
ed during the early part of 
this century. These arenas 
defined the playing surface 
as they had never been des- 
ignated before, but the 
parks were still pretty big, 
with many right fields that 
were 400 feet deep! 

The large and often amor- 


game. Remember, these 
were not the finely mani- 
cured fields of franchised 
dreams that modern players 
cavort in; they were literal 
fields, with rocks and 
uneven patches and even 
gopher holes. There 
was also no lighting, so 
as daylight gave way, it 
became very difficult to 
track the ball. 

The style of play that 
emerged from these 
environments we know 
today as the “Dead Ball 
Era.” The balls them- 
selves were big, loose 
and soggy; and, of 
course, pitchers were free 
to deface them in any way 
they chose. The whole idea 
was to put the ball in play, 
try to take the extra base 
and win by a run. 

When a strategy becomes 
ingrained, it somehow 
becomes a part of the 
game. Fora long time, the 
concept of “slugging” was 
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forces of art and science have d O 
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airplanes and other background 
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ч friends over expanded 
internet play! 


Brace yourself for lightening-fast redraws, main 
view in a window capability, and up to 8 additional 


“smart” camera views ooo 


Our course designers have given even 
more attention to detail including new 


water reflections, improved textures 
and enhanced sky backgrounds. 
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looked down upon by baseball 
people. The idea of simply 
punching a pitch into the 
stands and scoring runs was 
seen as somehow cheapening 
the game. Oddly enough how- 
ever, there were actually 


"By 1920, baseball 
from the afteri 
as well as a Wor 


every pitch right down the pipe 


"sluggers" back in the 1870s 
and 1880s; Ned Williamson hit 
26 home runs back then by dri- 
ving the ball places where it 
simply could not be returned. 
There were also many players 
who literally “rattled the 
fences” by simply pounding 
line drives into the crude, 


early fencing. But in general, 
throughout the first two 
decades of this century, teams 
played one-run baseball. Since 
pitchers had no fear of a hit- 
ter poking a tater into the 
stands, they pretty much sent 


lal 
| 


and the batter either swung or 
went down on strikes. So they 
put the ball in play and prayed 
the shortstop would boot it. 


THE RUTH ERA 
The history of modern base- 
ball could be summed up as an 
ongoing attempt to improve 


ASN Baseball environment uiz 


So you think you know baseball and its legendary locales, eh? 


1) How did Brooklyn 's team earn 
their "Dodgers" name? 

a) In the early days of baseball, the 
Brooklyn team had the ability to 
inspire opposing pitchers to throw. 
at them 

b) Because they literally played 
atop the streets of Brooklyn, com- 
plete with trolley cars--which had to 
be periodically "dodged" 

c) The name goes so far into base- 
ball antiquity, there are at least half 
a dozen theories on the origin of 
the name 


d What was the “Miracle of 
oogan’s Bluff"? 

a) An early St. Louis Browns' 
coach was named Eddie Coogan 
and he once bluffed the Yankees 
out of a series win by threatening to 
bat a player who could hardly stand 
b) A movie with Clint Eastwood 

c) Another name for the Polo 
Grounds, home of the NY Baseball 
Giants (now the SF Giants) 


у What was the name of the New 
ork baseball stadium that was 
built on the banks of the Hudson 
River in 1903? 

a) Harlem Stadium 

b) Riverfront Stadium 

с) Hilltop Park 
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4) What was the original name of 
Dodger Stadium? 

a) O'Mally Field 

b) Chavez Ravine 

с) Outlands Park 


5) How did Candlestick Park get its 
name? 

a) The severe winds causes every- 
thing to flutter and flicker like a lit 
candlestick in a breeze 

b) It was located on Candlestick 
Point 

с) It was purchased from the hold- 
ings of Lloyd 


6) Which stadium featured a sign in 
home run territory promising: “Hit 
This Sign and Get a Siebler Suit”? 
a) Crosley’s Field 

b) Sportsmans’ Park 

с) Ebbet's Field 


7) What baseball stadium was the 
scene of the closed-circuit trans- 
mission match between Mohammed 
Ali and wrestler Antonio Inoki in 
the 70s? 

a) Shea Stadium 

b) Yankee Stadium 

с) Roosevelt Stadium 


Answers on page 105 
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the visibility of the ball. What 
set the stage for the era of 
Babe Ruth and other "slug- 
gers” were the following fac- 
tors: 1) Stadiums began to 
take on specific boundaries, 
with fences set at more “геа- 


recovering 


eas 
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sonable” distances; 2) the 
spitter and other ball-deface- 
ment pitches were outlawed; 
3) the practice of removing a 
ball from play once it became 
defaced was introduced; 4) 
the cork-center ball was 
developed and 5) the so- 
called “Black Sox" scandal in 
which Arnold Rothstein paid 
off several members of the 
Chicago White Sox to throw 
the 1919 World Series. The 
public was disenchanted with 
baseball and the one thing 
that brought patrons back to 
the parks was the thrill of 
seeing the Bambino and his 
kindred jack them out of the 
park. Itisn't that Ruth was 
any stronger than previous 
players, it was simply that the 
environment had evolved to a 
point where an uppercut swing 
now made sense—and money! 
By 1920, baseball was still 
recovering from the aftermath 
of World War I—as well as a 
World Series scandal—and the 
only thing that looked really 
sweet was Ruth cranking them 
out. It excited people. The 
concept of home runs as an 
offensive tactic had been 
pretty much forgotten and 
now its rediscovery seemed 
the most dramatically powerful 
offering since the sport had 
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first occupied the American 
imagination. 

The next thing that hap- 
pened, of course, was that 
sluggers began appearing on 
every team, to the delight 
of the fans. So, once again, 
the stadiums were forced to 
adapt. They moved in 
fences, lowered walls, intro- 
duced warning tracks, put 
up nets—anything to encour- 
age home runs—the jolt of 
sports adrenaline that had 
brought baseball back to the 
masses. The conditions of 
the game now favored home 
runs, so now the fields 
would be built to favor home 
run hitters. 

One of the most obvious 
examples of this trend was 
Sportsman Field in St. Louis. 
Although originally con- 
structed in 1902 as the home 
of the St. Louis Browns, in 
1925-26 the field was 


team, the Browns, the 
changes did nothing to alter 
their dismal fate. But the 
park’s tenants, the 
Cardinals (whose own field 
had been torn down), ripped 
this place apart. In '26, the 
Cardinals won the National 
League pennant and, over 
the next 20 years won eight 
more pennants and five 
World Series. In July of 
1929, however, the Browns 
put up a screen that went 
from the foul pole almost all 
the way to center (the inspi- 
ration: Detroit had just 
slammed eight dingers in 
four games against the 
Browns). The screen was 
subsequently removed only 
once, in 1955, and more 
round trippers were recorded 
that year than any other 
time in the park’s storied 
history. The following year 
the screen was not only 


BASEBALL IN THE 50S AND 60S 

The era of the slugger cli- 
maxed in the 1950s, when 
the sport was ruled by slow- 
footed, large-muscled slug- 
gers who could punch out 40 
homers. Even the faster 
players, like Mays, Snider 
and Mantle, would have 
stolen two to three times as 
many bases if they played 
today. Speed had been all 
but drained from the sport. 

Of course, it was often the 
stadiums that made the 
sluggers. By the 50s, most 
stadiums had evolved into 
"bandboxes" such as Ebbets 
Field (Brooklyn), Forbes Field 
(Pittsburgh), Crosley Field 
(Cincinnati) and Wrigley Field 
(Chicago) which, when it was 
built, was not considered an 
especially hitter-friendly 
park. 

Speaking of which, Wrigley 
boasted one of the most 
remarkable “stadium 
effects” in baseball history. 
Fans seated in the outfield 
bleachers would all wear 
white shirts under colored 
jackets and, when the visi- 
tors came up to bat, removed 
their jackets, creating a vast 
vista of white, and a damned 
difficult background against 
which to pick up an 86 mph 
fastball. When the home 
team came up to the plate, 
however, the jackets went 
back on, providing a nice 
dark background for Cubs’ 
hitters. This practice was 


“today ше are Witnessing the next generation of stadi- 
um monickers. 3-Com, Synergy, Turner and Coors are 
supplanting the baseball barons and even the teams 
themselves on the stadium name plates.” 


redesigned as a typical home 
run park of the day. 
Unfortunately for its home 


restored, it was actually 
increased to 37 feet. 


not abolished until the sta- 
dium itself cracked down in 
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Tony La Russa Baseball 4™ is the perfect doubleheader: complete baseball strategy now combined with faster gameplay 
and pro-modeled 3D graphics. Snag that screaming line drive. Snare the ultimate pre-season draft pick. And see that diving 
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rank Thomas is an extraordinary baseball 

player, destined to join the best in the his- 

tory of the game, as a member of the Hall 

Of Fame. Originally, however, Frank had 

aspirations in another sport. He had 
intended, at first, to attend Auburn to pursue foot- 
ball. This lasted only one season, though, before 
Frank decided to concentrate on baseball. He went 
on to be a major impact in NCAA baseball and cur- 
rently holds the school record for homeruns (49) 
and walks (73) in a single season. 

He was selected in the 1st round (7th overall) of 
the 1989 draft. In 1990, he was Baseball 
America's Minor League Player of the Year. Since 
his emergence in the Majors, Frank Thomas has 
been a monster at the plate. He is the first player 
in Major League History to bat over .300, with 20 
homeruns, 100 RBIs, 100 Runs, and 100 walks, for 
five consecutive years. In 
1993, he became only the 
10th player to win the MVP 
unanimously and is only the 
11th player in American 
League history to win multiple 
Most Valuable Player awards. 
With his 259 straight games 
(and counting), he is second 
among active players, only to 
Cal Ripken, for most consecu- 
tive starts. His career on- 
base percentage of .450 is 
fifth all-time and his lifetime 
slugging percentage, of .593, 
ranks sixth. His career bat- 
ting average is an astounding 
.323, which ranks him third 
among active players, behind 
Tony Gwynn (.336) and Wade 
Boggs (.334). 

Now, as the endorser of 
Acclaim's, Frank Thomas has 
entered the realm of video 
games. GSN had a chance to 
talk with him during his last series in Oakland. 


GSN: Were you a video game player before 
Acclaim signed you for Big Hurt? If so, what are 
some of your favorite games? 

FT: Yes, NBA Jam and Mortal Kombat. 

GSN: What was your involvement in Big Hurt and 
the sequel? Did you have any creative input? 
FT: I wanted the hitters to be as life like as possible. 
GSN: What is it like seeing yourself as a com- 
puterized character in a game? 

FT: | am amazed at how real the characters and 
graphics came out. 

GSN: How did you get your nickname? 

FT: The White Sox broadcaster, Ken Harrelson, called 
me the “Big Hurt” because | hit the ball so hard. 
GSN: Have you ever played on of those all-stat 
simulations. Any thoughts on them? 

FT: Not yet. 


GSN: Do you play your own game? Do you and 
your teammates play something on the road, 
which games/consoles? 

FT: The 1995 game came out on Game Gear and | 
played that on the road a lot. 

GSN: Going back to last year: Did you think 
people were unfair to Belle for running over 
Fernando Vina? 

FT: Yes, Albert plays hard and the play was within 
the rules. If it was anyone else it wouldn’t have been 
made into such a big deal. 

GSN: How has Albert Belle’s presence affected 
the team? Is there enough room on the Sox for 
both you and [Belle]? 

FT: First, his approach and intensity has rubbed off 
on a lot of the players. His presence and bat in our 
line-up has given me far better pitches to hit. 
Pitchers can’t pitch around me as much, and that’s 
because of him. 

GSN: What pitcher do 
you fear/ respect most? 
FT: Randy Johnson 

GSN: Do you look for- 
ward to inter-league 
play? 

FT: Yes, | look forward to 
playing the Cubs and | think 
the fans of Chicago will 
enjoy seeing the two teams 
compete. 

GSN: Are there any sug- 
gestions you have to 
baseball video game 
developers as how to 
make their products bet- 
ter/more realistic? 

FT: Keep doing what they 
are doing, because the 
players are so realistic now, 
as they are! 

GSN: You played football 
at Auburn, why did you 
choose baseball? Did 
you ever consider playing dual sports? 

FT: In baseball, | saw the opportunity to have more 
of an impact and a longer career. With football, all it 
takes is an injury to end your career... it can happen 
so easily. 

GSN: If you were stuck on a desert island (with 
electricity) which video games would you take 
with you? 

FT: All Star Baseball. 

GSN: What are your short and long range goals 
in baseball? 

FT: My short term goal is to win a championship in 
1997. Long term is to continue to win champi- 
onships in Chicago. Personally, | would like to win a 
batting title some day, put up great numbers over my 
career, and be remembered as one of the best to 
ever play the game. 
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aseball‘97 


Acclaim’s sequel to “Big 


Hurt” 


Baseball goes a little bigger... a little. better. 


format playstation 


publisher acclaim 
developer iguana 


release date spring ‘97 
78% 


score 


e're going into overtime!? 
You should have been in 
the room when | first 
heard the announcer say 
this as my Red Sox went 
into extra innings against 
the Royals. All | could 
think of was this drunk 
guy sitting in front of me at the Angels opener 
screaming that the ref was blind. “Ref?”.Who 
the hell refers to extra innings in a baseball 
game as overtime? Limeys, that’s who. 

All-Star. Baseball '97 is the sequel to 
Acclaim’s Big-Hurt and was developed in 
England, by-Iguana. L.don't know how | feel 
about the Great American. pastime being hand- 
éd-over to Cricket players:and soccer hooli- 
gans, but the talented:boys at Iguana have yet 
toetus down. 

1 should probably-admit up front that | was 
a fan of Big Hurt Baseball: Ра hate to let that 
вак out-somewhere-else and have everyone 
thinking. -was insane, because | know many 
sports gamers were skeptical of this title. Let 
me tell you a few reasons why | allowed myself 
0 be drawn into Big Hurt before | go into my 
review of this year's installment. 
For one, it-looked' great: O.K., so it wasn't 
3-D and they players didn't have numbers on 
heir jersies, but big deal: Baseball is а sport 
where looks count. Why-do you think so much 
emphasis is put on aesthetics when a club 
builds a stadium? Why do we love Camden 
Yards and Fenway Park and hate the Astro 
Dome? We love the beauty that is baseball, 
from the grace of the game, to the lushness of 


CHUCK KNOBLAUCH 


AVE MRO oron 


[1] Stat layovers, before’ 
each at-bat, will allowiyot 
to check out how the<bat- 
ter has been performing йр 
until now. 

[2] If you'd rather'pláy: 
somewhere othér than your 
home field, сһӧӧѕе from 
any of the othér parks ауани. 
able. My choice is Fenway. 
[3] Make all of your neces- 
sary changes to the line-up 
before you start playing. 


the grass, to the architecture of the.stadium. 
They are the opiate that keep us from. noticing 
that, while baseball may be the best sport to 
play, it is:boring:as hell to watch. 

Another aspect | liked was the gameplay 
and interface. Pitching, batting-and fielding 
were all above average, which'says a lot con- 
sidering that few games last year'could boast 
that, with the exception of WSB2'and TP '97. 
The Al was also considerably better than the 
competition's. All of these things made Big 
Hurt a relaxing, enjoyable baseball game. 

This year's title is no different: Much enjoy- 
ment can be wrung out of this nifty little title, if 
you don't try to bog it down in the little things. 
I'm not going to say that this game has the 
inner workings of VR Baseball or Triple Play 
:98: because, it doesn't. Those games are 
shooting for a different type of baseball fan: 
the purist. This game sets its sights a little 
lower. 

All-Star Baseball, like Grand Slam, has 
opted to continue using.sprites, rather than go 
diving into the world of polygons. This is a 
welcome change for those.of.you who are get- 
ting a little tired of the mass.exodus by devel- 
opers to-the-land of true 3-D. The. fact is, the 
graphics-of ASB are clear, crispyand colorful, 
carrying us:back-to a simpler time of gaming... 
much like:the:sport of baseball; itself tries to 
do for fans: Iguana'has also gone the-extra 
step and-included a variety of different pitching 
styles and batting stances to Keep the’ look of 
the game refreshing. . 

The'ever-important Al‘has also beer 
improved, although | have yet'to fully réalize to 
what extent. | can tell you, though, inthe time 
| have played this game, so far, have yet to 
explode into a whirlwind of profanities, like 1 
used to do during WSB and Bottom Of the 9th. 
That bodes well. | can also tell you that batting 
and pitching mechanics are the same;as they 
were in Big Hurt, which | think is a good. thing. 
The only flaw there is that it is really easy to 
strike out the batter because all pitchers have 
really nasty “stuff”. 

All-Star baseball's biggest problem is that, 
while it does track your season’s stats, they are 
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the bare minimum. There is no strikeout stat for pitchers and don't 
bother trying to find out how many runs a player has scored, because 
that stat isn’t tracked, either. 

Like | mentioned in the opening, there are also a few flaws in the 
commentary, but it is still good enough to keep itself afloat in a sea of 
repetition. It is still a little lean on original lines, and has a tendency to 
make less than accurate statements on the conditions of the current 
action, but | will refrain from comparing it to the commentating in 
Triple Play ‘98. We'll wait until next year to use that as the new, high 
water mark. 

Allin all, All-Star baseball is a fine baseball title that has enough of 
everything to keep you interested in playing. Purists and stat-heads 
may scowl and have trouble playing through even the shortest sea- 
sons, but weekend warriors will surely find All-Star Baseball some- 
thing to smile at. 
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Enhanced Ai 

Expansion Teams 
Improved Stat Tracking 
Updated Rosters 


More Accurate Stadiums 


Excellent 


Average 


Features Graphics Ai 
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EAS second installment on the 32-bit 


aims for the fENCeS...and delivers. 


riple Play '98, possibly the 
year's best bet in the base- 
ball category, is the most 
recent EA Sports title to 
move from the world of 
sprites to polygons. 
With other developers 
quickly catching up in get- 
ting the proper licensing and statistical accura- 
Cy, Triple Play developers have had to turn to 
other areas in order to boost their game's desir- 
ability. 
No longer able to boast that they have all: of 
the Major League stadiums, both licenses and 
the 1997 team rosters, EA developers have 
opted to greatly enhance all aspects of the 
overall game and its mechanics. This will-come 
as a great relief to those of you out there who 
were growing-weary of EA Sports’.bad habit of 
just porting over last year's version, adding 
only a few new features and the updated player 
statistics. 
Before diving into the trough of new features 
that EA has slopped for us, let's quickly run 
down the aspects of the game that still define 
the foundation of Tríple Play. Of course, you 
will still find both the MLB and MLBPA licenses 
in their possession, as well as a nearly up-to- 
date set of team rosters (at the time we 
reviewed this game, each team was missing a 


"EA developers 


few key players, like Deion Sanders and 
Troy O'Leary, as well as still employing 
some no longer in the Majors), the 1996 
player and team statistics, and accurate- 
ly recreated ball parks. Also, you will 
still be-able to trade and create your 
own players, and participate in the vari- 
ous play modes such as Home Run 
Derby and the All-Star Game. For those 
of you who care, you will be happy to 
know that there are still many camera 
angles available to you to mess around 
with. 

These are all of the things that made 
EA Sports’ first generation games the 
best out there. But, with the competition 
employing these very same features, 
they hardly set ТР '98 apart anymore. 
Staying one step ahead, EA Sports has 
bulked up the features, making sure that 
they keep their competitors at arm's 
length. 

Inter-league play and both expansion 


all aspects of the 


and its 


[1] 


[3] 


SHIPLE PLAY TRIVIA 


Loadin 


Who is the only player to have multiple home run 
games more than once in the sdme World Series? 
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teams: the Devil rays and the Diamond Backs. For better or 
for worse, these teams are now available for play. | say this 
because their inclusion.in.this version does disrupt the 
game a bit. If you look at the rosters of these teams, they 
contain players who are currently employed at other organi- 
zations for-the-'97.season. Stat heads and game purists will 
be annoyed: Fortunately, both teams are omitted from sea- 
son play, avoiding further contamination. 

As stated before, the players are now-motion-captured 
polygons, instead of sprites. To compliment them, the play- 
ing field is now a real-time, three dimensional environment, 
making the gaming experience much more realistic. 
Normally, this conversion would cost you much of the-visu- 
al eye-candy that was found in 2-D baseball games, bit it's 
hardly noticeable in Triple Play because this series has, his- 
torically, had the most bland, colorless, visually unspectacu- 
lar look of any baseball title. Any changes here are a plus. 

Stat-heads will be extremely pleased to learn that this 
year's TP will-have three times (yes, three times!) the statis- 
tical tracking of its predecessors. So much information is 
here for.you.to digest, that you'll feel just like you do after a 
morning of scrutinizing the box scores Of your local paper. 
All of the bitching that yours truly has done for the past 
several years has now been stifled. The best part about it is 
that it only takes up four blocks'on a memory card. 

In a constant quest to bring you the most realistic in gam- 
ing experience, EA Sports has.also added many signature 
pitching and batting styles: While these additions are not as 
obvious as some of the other features, they work on a more 
subtle, unconscious level, adding the flavor to-the game 
(even though encountering a submarine pitch for the first 
time will definitely throw you for a loop). 

The most impressive feature in. Triple Play -98; however, is 
its sound. From intelligent crowd reactions to the "2 Man 
Booth", Triple Play '98 has the best sound of any baseball 
game (and possible sports game) ever; period. Although»! 
don't want to call it a revolutionary step in Sports game 
commentary, the addition of a second, color commentator 
absolutely transforms the gaming experience: All-of the 
problems gamers complain about concerning the repetitive- 
ness of game commentary, end with Triple Play '98 
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[3] 
[4] 


(although they begin again, rather quickly, with some of 
their competition). The developers of this title have done 
such a brilliant job with the construction of the commentary, 
that it seems as though no games ever reads the same... I'm 
serious! If you really try (and | did) you will notice that both 
commentators do repeat themselves. But, the way that they 
are spliced together and the frequency that they are mixed 
up, leads to a seemingly endless string of unique play-by- 
plays. 

Okay, bang the stars out of your eyes, l'm not done yet. In 
addition to the commentary, you will notice what the EA fel- 
las refer to as “Intelligent Crowds”. Whether it be in 
response to a change in ball counts, base hits or a fantastic 
defensive play, the crowd at these games seethe with life. 
Gone are those days that the crowd constantly gurgles, only 
piping up when the ball leaves the yard. Now a home crowd 
cradles you and gives you momentum, while an away crowd 
will turn suddenly hostile. 

TP 98 has the inclusion of a Baseball Trivia game, which 
appears before the beginning of each contest. They may 


gamefan sports network 


LETS 1 
Lin = 4 


gamefan sports network 


ile Play 
у UZ 


"It's a long 
season. We'll 
be hangin’ out 
in our hotel on 


roadtrips, 


playin’ Triple 
Play ’97 and 


Madden." 
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seem like just a ploy to keep you busy while 
the game loads, but the contest actually 


Serves a purpose. If you 
correctly, you'll be rewar 


answer the question 
ded with "hot" play- 


ers. The number of players depends on how 
quickly you answer the question. The down- 
side is that answering the question incor- 
rectly will cause one of you players to fall 


into a slump. 


A quick note on some other nice little 


perks; different levels o 


difficulty, and vary- 


ing attendance sizes. With the addition of a 
couple of harder difficulty levels, you can 
keep your ace pitching and monstrous hit- 
ting in check. Also, crowd size will fluctuate 
depending on how well you are performing. 


If your team starts to 5 


e, you'll be hearing 


more crickets than cheering fans. Now you'll 


know what it feels like to 
empty park. 
Something that you wil 


be playing to an 


probably never 


notice is the effects of wind and altitude on 


the movement of the ball. 


have actually calculated i 
park (hello, Colorado) an 


The developers 
n the altitude of the 
d the direction of 


the wind based on the architecture of each 
stadium. Angel Stadium is now harder to hit 
a homerun out of, with the removing of the 


centerfield seats; the bal 


will not deviate 


much in Houston or Minnesota, etc... Just 
another slight nuance that makes TP 98 so 


realistic. 
It's not all wine and ros: 


es, though. Triple 


Play '98 is not without its problems. 
Pitching can still be a pain in the ass, leaving 


you ultimately frustrated, if not downright outraged. 
Also, there are still questionable calls and actions, as 
well as complicated controls for stealing bases. 
Baserunners will still do some really inept things 
during more complicated baserunning scenarios. 
These problems will irk the hard-core baseball 
purist, but will be barely noticeable by the average 
player. Purist will, however, find some solace in the 
fact that this year’s title has much overall improve- 
ment in the Al for the opposing team’s manager, 
leading to much more realistic statistics. This means 
that managers like La Russa will be much more 
active in going to the bench or bullpen, while other 
may just let the starters play. Also, you'll see much 
more activity from National League managers than 
their American League counterparts. 

Triple Play 98 is available now and is the best rea- 
son | can find for buying a baseball game. 
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Triple Play 98 


Enhanced Al 

3-D Graphics 

Addition of Color Commentator 
Expansion Teams 

Updated Stats and Rosters 
Trivia Game 

More Accurate Stadiums 


Deeper Stat Tracking 


Excellent 


Average 


Features Graphics Ai 
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VR Baseball 


VR Sports’ catch phrase is “the 
difference is PEI” апа they GFE right 


format playstation 


Season Statistics 


publisher interplay ВЕРИР SOX 


Voy Web Wiig ges 
WAVEHH 16 
EMBRACE 


developer vr sports 
available now 


score 88% 


[2] 


ow here's a game that has 
seen some rocky days. It is 
two years in the coming, but 
VR Sports has finally released 
their first in-house project: VR 
Baseball. While opinion as to 3 
how good the game is, is in [3] 
much dispute, І look at this title 
differently. VR Baseball is a game that separates 
the die-hard baseball enthusiast from the idle fan, 
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or uneducated gamer. E. 
32225... VR Baseball's major fault is an E one: it 
Б plain апа simple 

work Was оода: одеа Virtual 


Elephantitis 
improvement was ma 
EA's Triple Play, VRB is | 
poor texture-mapping о 
themselves. With littl 
and white to excite th 
game up as а rudin Й 
for Genesis than a: € ole like the 
PlayStation. 2 f 
Another prob 5! 
game's pace. і aspect ої 
VR Baseball. 
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on-deck batters need to make their way to the 
plate. Coupled with the graphics, this can make 
playing VR Baseball tedious. Making things a little 
worse, there is the noticeable absence of a color 
commentator. With no lively voice-over to keep 
you in the game, it is easy to find yourself a tad 
bit fidgety. 


“What VR Baseball is, is the best baseball 
simulation on the market.” 
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PLAY GAME $1M CAME BOK SCORE 60 BACK 


Baseball’s a tedious game, in real life, though. Sighting 
this as a fault in the VR Baseball exposes you as some- 
one who isn't a fan of the real thing. If you can't sit 
through nine innings of a baseball game, what business 
do you have criticizing a simulation of that same sport? 
VR Baseball may look bad and be a little sluggish, but 
when it comes to the bare essence of the "Great 
American Pastime", VR Baseball is unmatched. 

VR Sports' catch phrase is "the difference is real", and 
they are right. VR Baseball has some of the most (if not 
THE most) realistic gameplay and sophisticated Al of any 
baseball title on the market. Every area of gameplay, clas- 
sically peppered with poor Al or just plain ignorance 
about the game of baseball, on the part of the program- 
mers, is near perfect here. Bad baserunning, questionable 
playcalling and rule discrepancies are pretty much non- 
existent in VRB. The computer. ager knows what to 
do and does it correctly. It kn: hen to intentionally 
walk, as well as.when to sub id @ їйє hitter and runner. 
fis, but not always at the 
even gatsone of my runners out 
with the ПДД ick! баб ypu believe that? What 


other даф а 2? Is obvious that the develop- 
ers knov H 1 $a love for the game that is 
absolutely er to convey the intangible 
nuances as ate a great baseball game 


from an avi 

As mention VR Baseball is missing a color 
commentato: iptsay that the sound is bad... 
just incomplete й Baseball does contain 
very realistic cr bas well as a snappy bat sound 
when, it makes $i RB the ball. The home crowd 


will also get 
to a whisper А0300 blanked 

| can't end this ing about the batter- 
pitcher interface. й 
System that is easy 
sophisticated fac 

For the pitcher, th Д rea, is 
divided into nine quadrants, representing the ‘nine posi- 
tions of the D-pad. Each of those quadrants are then 
divided into nine more, giving you a possibility of placing 
a pitch in any one of 81 spots. The batter only has to 


[1] A great feature 
is the addition of 
the actual 1997 
team schedules. 
No you can mirror 
your favorite 
team’s road to the 
Series. | prefer the 
Red Sox [2] They 
may not be the 
prettiest parks in 
video game land, 
but at least they 
are accurate [3] 
The camera will 
allow you to move 
the view to any 
part of the park, 
from the back- 
stop... [4] ...to 
high above second 
base. 


worry about the original nine. What this does is allows 
for a wider variety of grounders and fly balls, and makes 
it harder for a well-timed swing to knock it out of the 
park. While this system makes it practically impossible to 
walk, it does increase the effectiveness of change-ups 
and breaking balls. Overall, VR Baseball's system ranks 
as the best out there. 

What VR Baseball is, is the best baseball simulation on 
the market. With unmatched Al and some great mechan- 
ics, baseball purists will flock to this game. On the flip 
side, the graphics and slow pace will drive idle players 
crazy. If you are looking for the game closest to the real 
thing, VR Baseball is your game. If you're interested in a 
more well-rounded title, see Triple Play '98. 
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A VISIT WITH VR SPORTS 


GSN took some time to go down to Irvine and speak 
with Matt Finley, head honcho of VR Sports. This 
gave us a chance to discuss VR Baseball and what 
VR Sports has coming down the pipe, in later 
months. 
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E (CHUCK KNOBLAUCH 303416 
[Mariano DUNCAN 292026 

JEFF FRYE 257244 
"© |Еєвманоо vino 255986 
TE Mark McLemore 232985 


CHANGE LEAGUE <- CATEGORY =>  & бо Back 


[1] The scrolling is а bit choppy, but it in по мау 
hinders your ability to field 

[2] Don’t think it’s a piece of cake to steal in this 
game. It takes timing and speed; and even then 
it’s a not a sure thing... kinda like the real thing 
[3] Throughout the season, you can go to the All- 
Star Voting screen and check out the voting for 
each position. If you’re really good, you can 
stack the roster with your guys. Go Jeff, go! 
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Baseball” 


Not even Buttermaker and the 
gang could help this game. 


format playstation 


publisher virgin 


developer virgin 
available now 
score 51% 


irgin surprised us all when 
they released NHL Powerplay 
last year. A remarkable title, 
with only a few problems 
(where were the stats?), we 
wondered if this could be a 
sign of sports games to come. 
Not so. Virgin’s baseball title, 
Grand Slam, fails to deliver the same caliber 
gameplay that its sister project, Powerplay, had. 
In fact, it seems as though no regard was even 


made in making sure that the rules were imple- ml 
mented properly or that the Al was strong 
enough to raise this game to a level greater than 
that of tee-ball. 

You can always gauge how competent a base- [2] SCRI Uy ESTE 
ball sim is by how many games you play before [Lui 
you notice mistakes on the part of your computer ERE APERTE 


CF 49% RF24X 


opponent. Don't pull the pitcher fast enough, stu- 
pid baserunners, no infield fly rule, etc... 

Well, Grand Slam has all of the aforementioned 
problems, as well, as a whole slew of others. 
Many are nit-picky, but some are inexcusable. For 
one, pitchers tire way too fast. There hasn't been 
а day in any good pitcher's life (barring injury) 
that has caused them to run out of gas after four 
innings. This was a major problem in WSB, and | [3] 
was hoping that I'd never have to encounter it 
again. All for naught. 

The biggest pain is the inability for any of the 
computer-controlled baserunners to ever execute 
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an action of even the tiniest bit of intelligence. After awhile, 
you'll wonder how they manage to run to first without your 
help. What makes this a major hindrance, is that the 
mechanics of baserunning in Grand Slam are also some of 
the most difficult of any baseball title. 

Another problem is that this is a hitters game. Maybe it’s 
just me (probably not), but even the best pitcher will get 
rocked, day-in and day-out. This will undoubtedly annoy 
stat heads. 

Rounding out the biggest of Grand Slam's shortcomings is 
the fact that it lacks MLB licensing. In today's market of 
sports titles, if you don't have both licenses for any given 
sport, you don't have a game. This is probably what killed 
Crystal Dynamics’ 3D-Baseball , one of the best baseball 
titles | had ever played. 

Grand Slam does have its good points, though. 
Graphically, it is quite nice to look at. Although not 3-D, 
Grand Slam can boast some sharp looking sprites and 
some spiffy parks (if not completely accurate). Also, it has 
some ingenious mechanics 


for pitching and batting ut- “Grand Stam fails to deliver the same cal- 


lizing a meter, not unlike 


oe youwoudindinecotiber gamepletye hat its sister project, 
Powerplay 


place it with a crosshair 

and use the meter to con- 

trol pitch speed. Miss the mark on the way back, di 

throw a wild pitch or hit the batter. Thee: pat hi 

batter. And for both, the more pow 

perfectly. M 
These aspects are not enough th 

Slam, while maybe entertaining for ТЕК 

major turn-off for any true baseball an: 
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aséball '97 
“А PC sim With flair and value” 


[1] The future of 


format РС (dos and windows) Qa STATS PC sims? A nice 
м = fusion of both 
publisher microleague multimed the intricate sta- 
Б tistical simula- 
developer dave holt tions with... [2] 
available | now E „the pleasing 
look of an inter- 
score 72% active, graphic 
experience 
0 sports game designer has During the game, the menu bar defines every interface component, access- 
more talent or less luck than es stats, enables offensive and defensive substitutions and customizes game 
the soft-spoken Dave Holt, the parameters. 
man behind the company-for- The graphics in PLB97, unlike most pure sims, are more than a hasty 
merly-known-as-MicroSports. afterthought. Every utility and set-up screen, no matter how minor, gets a 
MicroSports had been around full, professional visual treatment. A PLB pop-up window that requests con- 
almost as long as firmation of the starting pitcher contains more graphic. gn than the 


MicroLeague, the com any it entirety of some rival programs. e 

merged with this past year. And whi If anything, PLB's graphics are dauntingly overdon e. E if choice 
something of a bare-bones sim, it Ж unleashes a parade of ornate windows. The ‘areyou pts that zip 
budget-challenged gamers happy to deve in quickly in among Ming Ba ера [ Ow here. 
ful audience. Weak publishers and spotty distribu- at for трек е g 1101 erans. - 
tion, however, have sabotaged Holt's work in the The'animated'graphics are in a lea boutique sim cat- 
"90s and we can only hope that his recent affiliation ез е 
with MMI signals an upturn in his creative fortunes. console titles. PL-B's"arca mode is a mar delusion. Only the most 

Fortune didn't smile on Pro League Baseball when greenhorn gamer could possitly pu с 1 
it debuted in March, 1996, and only the In manager mode, the game runs an ar or each play- 
MicroLeague-MicroSports merger has prevented it result, much like MicroLeague Baseball. ation i is good, and 
from dying after only one season. Pro League the stadiums are recognizable, but the. то s are generally featureless 
Baseball '97 (PLB97) represents MMI's repackag- colored blocks. 
ing of last year's MicroSports release and even car- The main display shows only p. the camera moves to 
ries the "MicroSports' logo on its initial introductory cover the action. Managers сап- 1 mera to follow any player, 
screen. The MMI edition contains a free offer for a the batter, the flight of the ball or its s shadow. A box in the lower lefthand 
1996 player disk, but the extensive team files only corner of the control panel-provide top-down, animated view of the entire 
go up to 1995. diamond. 


PLB97 also offers newcomers an inexpensive way 
to ease into sports role-playing. It is playable 
against human or computer managers, either face- 
to-face or through the program's excellent modem 
front-end, with the computer vs.computer setting 
useful for the duller games for a full-league replay 
or a league with too many incomplete series. 

PLB is easily the slickest of the five "boutique" 
baseball simulations reviewed in this issue of GSN. 
It has full-screen animated graphics, verbal 
announcers and a library of every franchise going 
back to the dawn of major league baseball. 


gamefan sports network 


The interface has numerous visual cues, and Sports Illustrated Presents Мо! кате Baseball 6.0 this summer. D 
prompts nudge participants along every step of the the goofy title, this program will represent a landmark in baseball simulat 
way. The main display screen comprises three hori- history, uniting the decade-deep resources of MMI (formerly known as the 
zontal sections. Pulldown menus at the top dis- MicroLeague Sports Association or MLSA) with the design and development 
pense advice to befuddled managers while the cen- flair of Dave Holt. In the marketing-driven sports game business, that's a 
ter window displays the field in angled overhead configuration of talent as common as a seven-planet conjunction. 


perspective, and the interface occupies the bottom 
third of the screen. 
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aseball 6.0 


Not broken? Don’t fix it. 


format 
publisher Warquis. Grissom 
Willians,B 
R AUG .800 Ё Williams.G fiv Pr O'Neil 
Lenke ав Fr Ug 
developer donee. an 
TDI 
H BB 3 Di 
available n n ug 
олн .310 Martine 
score VRH 308 ae 
P Glavine Bunt Av Bun Av 
(L) Pettitte І 
DEFENSE: Select defensive strategy Fr h:Ex 
1) Challenge hitter 5) Defensive roster 
А R 2) Pitch around hitter 6) Pitcher stats 5 
, 3) Intentional walk 7) Offensive roster А 
elive those thrilling days of yester: | О Еее со 


year, when solitary computer | 
auteurs roamed the cyberverse | 
| 
| 
| 


A) Quick 1-1-1 9) More choices Girardi 


like digital dinosaurs! Lance 
Haffner has been designing statis- 
tically accurate, text-centered 
Sports simulations since before 
Albert Belle had a rap sheet. He's 
not a cutting-edge designer, and his programming is 
primitive by today's standards, yet Haffner's games have a 
curious fascination for sim-gamers. There's something 
quaint and almost primal about this realistic, yet antique 
franchise. 
Full Count Baseball 6.0 (FCB6) has been upgraded 
many times since its 1984 introduction. But even version W-UHITEN (12,0. RODRIGUEZ 
6.0, by Haffner and Shannon Lynn, leaves FCB still very 
Close to its roots as a plain vanilla program for the statis- 
tically obsessed. 
The latest rendition incorporates league and exhibition PR 1B-UINBERRY: 2B-TIPPETT; 3B-MILLER 
play against human or computer managers. A computer 
vs. computer mode caters to those who want to set up the 
situation then watch it unfold from the sidelines. There's 
still no modem connection, an omission the next edition 
should correct.Although FCB6 has a text-only mode 
along the same lines as Diamond Mind Baseball 6.0, 
the program now offers static stadium views for those who a то CONTINUE 
just can't face a screen jammed with nothing but words 
and numbers. The drawings are simple-but-serviceable 
with very little by way of detail.Speaking of Diamond 
Mind 6.0, FCB6 uses a very similar, if less elegant sys- 
tem to determine park effects. FCB6 offers all the current 
major league stadiums and many older, classic parks, as [1] It's a boxscore sport. Likewise, Full Count 
well, with users able to determine everything from the relies heavily on the numbers and little on the look 
amount of foul territory to whether or not the ballpark has [2] Treat it like reading a book. Let your imagina- 
tion do the work... kinda like if you're listening to 
the game on the radio 


DONE 
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The lovingly 
the other “boutique” sims, the 


game is 


a dome (including percentages for doubles, triples and home 


ri 


uns). Instead of all the data appearing on a single screen, how- 


ever, FCB6 collects information through a series of single 
screen questions which allows the user to create stadium para- 
meters 


IT 
al 


f 


The text screen is intelligently organized and readable, but 
ost gamers will prefeetheisymbolism of the fielders stationed 
heir positions on the stadiumescreen. Printed beneath each 
ielder's name is his.agmestrengih, tange factor and fielding 


percentage. The first аё ratings, which аге not properly 
explained in the; documentationsput it's got hard to gauge the 
players’ relativetabilitiesin these areas 


fi 
i 


f 


The game exetutes even faster without tle Stadium screen and 


t 
i 


0 
brief summary Of the current batters and pitchers. statistics 
occuples the right corner. 


The commaad summary is displayed inpthe lower right corner 
he stadium screen. A line score fills the boitom-center, and a 


When thf Manager initiates a play, a window pops Up in center 
ield containing written play-by-play with the text automatically 
nserting ihe appropriate player names into the description 
The interíace.is-streamlined to encourage rapid play. It keeps a 
ull nine innifigs-of EGBG down to а manageable 25 minutes. 


he play-by-ptaymaking it handy for racing through a lengthy 
eplay. 
Managers push the number key that Corresponds to their strate- 


gic selection and the program 9065 thesfest. The skipper on 
defense can order his hú 0 ИСП around-trie batter, inten- 


{ 


him to hit away, hit and rum or bnt: 


b 


ionally walk him or pitchnorinally: The байг manager can tell 


he defensive manager also sets the infielders in or back, 
ings the corners in to counter thesthr@atOfa-bunt, has fielders 


guard the line against late-inning вха Basê hits and holds fast 
base runners close. The team at; А ай 45 flash the "steal" 


i 


$ 


gn, though the runner will igno Ве деп"! get a good 
ump 
FCB6 has an extensive utility forthe ereation and management 


of stock and draft leagues. ThereSvalSOeaetrade option, but the 


if 


equirement that a batter can only. BelSWapped for another batter 


seriously undermines its value 0 Bitter for batter trades. 


baby) 


The stat compiler is up to the-feeds' еф most replay fans. The 


program accumulates numbers-and-seports them at appropriate 


ntervals during the game or at a manager's command. Haffner is 


not a disciple of Bill James, evidently, because the recaps don't 


nclude sabremetric stats such as runs created and total average. 
Full Count Baseball 6 has a loyal following, because it offers a 


bare-bones statistical simulation for under $40. The lovingly con- 
structed program doesn't have as many frills as the other “bou- 


t 


ique" sims, but the core of the game is exceptionally realistic. Its 


mathematical model yields creditable statistical results, and for 


some budget-challenged simulation gamers, that's plenty. 
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have as many 


LON FRANCHISE REPORT 


Full Count 6.0 


Play Modes 


Graphics 


Excellent 


Average 


Features Graphics 


FCB 6.0 
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Strat-O-Matic 2.0 


Richman brings savvy fO simulation. 


format рс and тас 


publisher | strat-o-matic, inc. 
developer Һа! richman 


available | now 


score 62% 


trat-O-Matic CD-ROM 
Baseball, Version 2 (SoM2) 
is to the non-electronic 
Strat-O-Matic Baseball 
game what Baseball for 
Windows is to the.APBA 
Baseball Master.Game. 
tabletop simulation. Fans of 
the board game, introduced in 1961, will have 
no trouble acclimating to the CD-ROM title. 
The program supports league, season replay 
and exhibition contests. Real-time modem play, 


Still a novelty in this category, enables remote n RB BB Ks 
head-to-head competition, though the compu- ue аа $ 0f 
manager is excellent for solitaire sessions. ; s 4/5 4 ооо 
SOM2 is so closely tied to Hal Richman's . кеша bí A i 2 H 
original concept that the product comes two j 4n 2 921 
ways, with and without the distinctive SOM £4 INT Mis is 117 
2 : Ё Z 4/13 4 1 0 

player cards! Since users don't need the cards 2 by / ала а 0500 
to play the computer program, it suggests that kt pr e eas 
some leagues use them interchangeably, per- ` 4/7 4/14 4/18 4/22 4/25 4/18 2 озо 


haps іп the manner of a security blanket. 
Richman and his co-designer Bob Winberry 
hard target the SOM customer basé with play- 
options that make the electronic game even 
more similar to the unplugged опе, These 


Replay Record Vs. Pace 


-Àctual- -Record- 
-Replay- -Pace- 


sport. An SOM mail league could switch to 
SOM2, perhaps for the real-time modem play, 
without creating a ripple. 


E include simulated dice rolls, card: columns and 
S other features that most gamers long ago 
> escaped from by opting for computer sims. 
ҹә Fortunately, those who never caught the SOM Average  Homeruns Strikeouts 
2 bug can junk most of the board game trim- 
mings. The cryptic ratings for player speed and 
2 defense, irrelevant to SOM2, are safe to ignore 
б Even without its board game trimming, how- [1] Graphics are utilitarian in Strat-O-Matic, so don’t expect 
m. ever, SOM? is closely related to its non-elec- any jaw-dropping eye candy, here. [2] Flip through the pages 
[7] tronic cousin. It has the same design attitude, of your manager's notebook to take a look at how your sea- 
е and emphasizes the identical aspects. of the son stacks up 
© 
ч 
Е 
= 
0 


SOM2 is a creditable game published by a reputable 
company known for standing behind its products. 


Өө 


Hal Richman’s table-topper offered innovations such as 
efty-righty percentages and pitcher fatigue. SOM? carries 
Richman's devotion to accuracy over to the computer and 
deepens the game as much as possible without divorcing 
it from its cards-and-dice predecessor. 

That limitation may be too much for some armchair man- 
agers. SOM2 doesn't exploit the computer as well as con- 
ests designed expressly for the medium. On the other 
hand, how many sims have old-timer stats based on a 
game-by-game study of antique box scores? That kind of 
thoroughness makes Richman a legend among baseball 
game researchers. 

The program has two different normalizing procedures 
or integrating old-timers with modern teams and players. 
Richman subscribes to the career-average theory for pre- 
senting players of the past, which will displease advocates 
of peak season old-timers. Entire seasons from the past 
are also for sale. 

Managers click icons, arrayed in a bank in the upper left 
corner, or use pull-down menus to enter offensive and 
defensive moves. It's a one-pitch system, quick and sim- 
ple. The top row of six icons, from left to right, lets the 
batter swing away, decides whether to hold the base-run- 
ner close or play wide of the bag, set the defense, issue an 
intentional walk, trigger a steal attempt or call for the hit- 
and-run. The second row of five icons call for a sacrifice 
bunt or a squeeze play, access the visitors’ or home 
team's rosters. or check line-ups, replay stats and other 
useful info.The super-detailed static ballpark view visually 
summarizes what's happening between the foul lines. 
Crowd sounds and animated ball flight add a little kinetic 
excitement, but SOMZs authors don't care much about 
audiovisual fireworks.The batter, pitcher, fielders and run- 
ners are properly positioned on the field with appropriate 
ratings tagged below each name. For instance, the screen 
displays the steal percentage of any runner on base. A 
manager clicks on a player's name to access his entire 
data notebook. 

Besides the usual bank of stats for each batter, the game 
provides a unique pie chart in the lower right corner. It 
shows the man's chance to hit a homer, get on base or 
record an out. Veteran managers will zap the chart, but 
novices may appreciate the extra information. 

Scott Nichols and his play-by-play team pulled out all the 
stops to provide a complete written account of the game in 
progress and the full play-by-play really breathes life into 
every at bat. This is the next-best-thing to verbalized 
announcing.The utility menus aren't as user-friendly as the 
game interface. SOM2 is great for replays and what-if 
match-ups between stock teams, but the league tools 
aren't quite as powerful. Version 2.0 features an auto-draft 
mode, but it ought to be easier to create new teams and 
leagues from scratch, 

SOM? is a creditable game published by a reputable 
company known for standing behind its products. SOM 
Inc. isn't entirely comfortable with computer gaming yet, 
but Version 2 shows much improvement over the first try. 
The addition of a more game-savvy designer to the devel- 
opment team for the next round might vault SOM2 to the 
top of the sim heap. It's already the prime choice for 
Macintosh owners, especially since there are no other 
options. 
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FRANCHISE REPORT 


The computer version of the old dice-and- 
cards baseball game, Strat-O-Matic 
Baseball has.eyolved over the seasons into 
a game that can be somewhat more inde- 
pendent of its non-electronic forebearers--a 
version of the game can now be 

“ОШ Using Strat-O-Müfie cards! But like 
Baseball for Windows (see review dbovel, 
its ШКО о relatively primiwe tabléfop 
game keess И tram making majgr@dvances 
m@nts With Gach few edition. 


Scrupulously@etaied old-fimets ore included, began 
on Studies of actual box/scores 


Crowd noise and ball racking are included to add 
‘some sound and graphic stroke to the game 


State-of-the-ort text-based play-by-play 


Excellent 


Average 


Strat-O-Matic 2.0 Strat-O-Matic 1.0 i 
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publisher 


developer 


available 


action mak 
a DeBeers 
know a bel 
sound and 
statistical simulation 

Give maximum cred 
of designer Tom Tippett, who has polished his 


“diamond” 
ably the be 
The curren 
Version 6 ( 
teer testing 


WS 


format (dos or wir 


iamond mind, 
tom tippet 
no 


score 


t may look like a lump of coal 
compared to some of its glit- 
tering, sound-and-graphics 
intensive baseball sims out 
there, but its statistical under- 
pinning, simple yet sophisticat- 
ed interface and overall play- 

e Diamond Mind Baseball sparkles like 
diamond. This text-driven sim wouldn't 
| from a whistle when it comes to 
graphics, but it's the Stradivarius of 
baseball programs. 

it to the dedication and vision 


in the rough to the point that it is prob- 
st choice for baseball sim draft leagues. 
game, Diamond Mind Baseball 
DMBB6), benefits from extensive volun- 
by its stat-savvy customer base. There 


are still things to fix in the forthcoming Version 
7.0, but any small publisher could be proud of 


depth. 

The simu 
puter, emp 
and norma 
ers of diffe 


rithms deri 
while not t 
reasonably 


quickly on 
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DMB's flexi 


bility, ease of operation, reliability and 


ation, created especially for the com- 
hasizes accurate lefty-righty match-ups 
ization of statistics for teams and play- 
rent eras. DMB6 compensates for the 


lack of available data on old-timers with algo- 


ved from general tendencies which, 
he optimal solution, seems to produce 
accurate results. 


DMB includes the game itself—which installs 


any hard drive—and a player disk for 


the 1996 major league season, which installs auto- 
matically. Diamond Mind, Inc. also offers disks for 
past seasons and all-time great teams. The game 


program can operate dozens of player files and a 


ea 


aseball 


Statistical gurus need (OOK no further. 


36 Detroit 
26 Milwaukee 
06 Neu York 
96 Toronto 


1996 Atlanta 


Klesko 
Dye 

Lopez 
Blauser v.LH .310 
н v.RH -308 
[3 Bunt Av 


EFENSE: Select defensive strategy 


) Challenge hitter 


lorado 
uston 


Villians,B 
йо Pr O'Neil 
Fr Ug 


Willians,6 
Au Ug 


Jeter Duncan 

Av Av 
Martin 
Av 


Boggs 
ug 


(L) Pettitte 
Fr h:Ex 


5) Defensive roster 


) Pitch around hitter 6) Pitcher stats 


) Intentional ualk 


7) Offensive roster 


8) Batter stats 


) Quick 1-1-1 


96 Meu. York 


9) Моге choices 


[1] Diamond Mind has so much statistical data 
to sift through, you'll be left an exhausted 
mess, quivering on the floor, in a puddle of your 
own bodily fluids [2] Console players beware! 


simple command switches р 
The pre-game and utility int 


ayer directories instantly. 
erface is a no-brainer. The 


user highlights a choice on the menu bar at the bottom of 


the screen 
option) an 
mouse button. 

The main play-screen isn't 
intelligent. It presents a weal 
the batting order, a stat profi 
line score, a bullpen monitor, 
defense orders for the curren 
indicates every fielder, batter 


which sends up a brief description of that 
implements it via the "enter" key or left 


ancy, but the lay-out is very 
h of information, including 
e of the man at the plate, the 
a summary of offense and 
it at bat and a diamond that 
and runner. Key stats posted 


next to each name minimize 
often during play. 
A box on the left side of the 


lipping to stat screens too 


screen gives a detailed play- 
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DMB6 would be the definitive game in this category if 
it had a quality visual presentation in which we could 


see each play in full animation. 


by-play account. Execution is so fast that some managers 
will need to use “show replay" to reread the trickier 
results. A box on the left side of the screen gives a 
detailed play-by-play account. Execution is so fast that 
some managers will need to use “show replay” to reread 
the trickier results. 

A head-to-head game takes 20-30 minutes. A solitaire 
contest against a robot manager can be finished in under 
10 minutes! And if that isn't fast enough, you can quick- 
play an entire season, generating complete stats and box 
scores, in less time than it takes to fill out a scoresheet 
for a tabletop simulation. — | 
After a game or series, DMB6 can generate уо! 
of a newspaper-style boxscore wrap-up, an e 
boxscore or a scoresheet. Reports on every 
c 
S 


omponent of the game, including those sabri 
ats Bill James and Thomas Boswell adore, a 
mangers’ fingertips. Reports can be disp ay 
printed out or saved as a file. The « a 
tion to players of non-electronic base 
andings, league leaders, team to 
much to a season, and they've n 
pile. DMB6 works well with regu la 
rength is draft leagues compos 
chises. Franchise owners nam 
home city and lay out their home field « 
One keystroke releases all players i 
The world's best statistical manipulat 
niks study all relevant stats and ev 
agent list. Want to see the top hitting 
left-handed pitching? DMB6 sets it u 
Park effects are handled in an int 
ums are entered without reference to 
dimensions. Managers simply decid 
below average it is for power Пій 
extremely sensitive, however, and. 
ate a park that produces freakish res 
DMB6 would be the definitive g 
had a quality visual preset 


co 
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FRANCHISE REPORT 


Version 6 of Diamond Mind offers an impres- 
sive array of upgrades that help compensate 
for its +о%й Жо! graphics. THs iS game, 
for baseball purists and ledgue players, and. 
every new iteration demonstrates designer 
Tippett’s Unfolding Understanding of the 
nudges of stat Baseball simulation. Tippett 
їпїй@ё$ pages of commentary on the 
upgrades in 115 Version in his "Notes" file; 
version 7 should be available soon after you 
гес; 


Auto-vpdates any ‘95 team with “96 stats 


Meteorological effects, including wind, are 
Getermined by the lacationof the stadium 


Improved defensive ratings that employ design- 
er Tippetts Adjusted Range Factor Опа other 
Unique statistics 


Meteorological effects, including wind, are 
determined by the location of the stadium 


Excellent 


Average 
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Diamond Mind 6.0 Diamond Mind 5.0 
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Baseball For 
Windows 


Game heavy, stats-less. 
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format РС (dos or windows) 


publisher | miller associates 


developer | kenneth miller 
available | now 


score 6096 


tall started with Richard Seitz 
of Lancaster, PA., who put a 
special spin on the primitive 
baseball games of his day to 
create the first modern statis- 
tically-driven baseball simula- 
tion, APBA Major League 
Baseball (now known as the 
APBA Basic Game). Seitz made his cards-and- 
dice game as realistic as playability allowed. It 
certainly trumped earlier games, but APBA 
Baseball, wile ШШ azing simulation 
his day it 
demanded. 


1 Т Game, which offered 
player ratings and statistics, a 

sults and a rudimentary form of 
ng/hitting. 
- the Master Game proved over- 
nemi complex to most gamers. In 
essence, the game forced managers to function 
as human computers. They rolled dice to gener- 
ate a random number, consulted a card and then 


Pre/Post Game Defense Offense Reports Options Help 


0 
3 5 0 
[207 PM] 


[1] *Take me out to the simulated ballgame, take me 
out to the park; buy me some peanuts and..." 


80s, computer games siphoned off most potential newcomers. 

APBA Baseball for Windows 3.0 with Ernie Harwell's Broadcast 
Blast (aka BBW) is Miller Associates' latest computer rendition of 
that same APBA Master Game. Unlike other stat games, however, 
which provide users with all the necessary utilities to begin draft- 
ing an original league right out of the box, player data disks, sta- 
dium disks, a draft utility, power tools for leagues and fan-creat- 
ed computer managers are sold as add-on products available for 
the CD-ROM version. (The two earlier versions are available on 
3.5-in. floppy disks.) 

The connection to the boardgame is both a strength and a 
weakness. The quality of the simulation is excellent, and Kenneth 
Miller has repeatedly upgraded the implementation. Yet this 
remains more a simulation of a baseball game than a recreation 


The dudio, highlighted by complete color and play- 
by-play commentary, is the best of any baseball 


game, sim or action. 


finally determined-the outcome on one of eight 
separate result boards. APBA's Master Game 
doubled the burden on players to achieve a high- 
er level of authenticity, and every game took an 
hour or more to play. While its popularity peaked 
in the late 70s, hardcore APBA leaguers began 
drifting back to APBA Basic, and by the early 


of baseball itself. (It’s like a computer version of Risk— it isn't 
about world diplomacy and war, it's about being an electronic 
recreation of a board game). The tabletop version isn't needed to 
play the computer program, but a thorough understanding of 
player card construction and the non-electronic version's rating 
Systems are definitely helpful. It is no accident that the same 
semi-pro magazine, The APBA Journal (PO Box 5405, South San 


[1] Let’s hope 


m this simulated 
Cincinnati 
= ZH team is better 
Heel К н than their '97, 
К EG 


real-life coun- 
terparts. Poor 
Ray Knight 


qasa 
Sasser 
AE 


Francisco, CA 94083 with a $10/six issue trial subscription 
available) covers both products with frequent cross-references 
and overlaps, since they are still fundamentally the same game. 

The computer, of course, eliminates the drudgery of the APBA 
Master Game, using its memory circuits to track results. 
Managers can stop worrying about the play-mechanics and 
concentrate on diamond strategy. 

Miller Associates issues a season player disk every year, and 
it contains a catalogue containing almost. 70.such compilations. 
Some include “as played” schedules, a terrific bonus for fans 
conducting season replays. APBA Baseball Wizard for 
Windows, another add-on, lets the game accept data from the 
Bill James Electronic Baseball Encyclopedia, so BBW teams can 
include any player who ever laced on spikes. 

The sound and graphics are significantly better-than most 
other computer stat titles, but, visually, it's certainly no 
LaRussa Baseball—heck, it doesn't even. use player animations, 
something MicroLeague Baseball employed in its first stat 
game over a decade ago. The visuals are nice, сс prising a 
colorful view of the stadium and field from a seat in the stands 
behind home plate, with runners and fielders in their assigned 
positions before each play. The results | of that play are then cal- 
ibrated, announced (by the familiar voice of Ernie Harwell), and 
the image is immediately updated, with any changes éflected 
in the new display. Still, it's a bit like a high class slide show in 
the motion picture era. 

The audio, highlighted by complete color and play-by- play 
commentary, is the best of any baseball game, sim or action. 
While Ernie can't call old-timers by name, a game between two 
contemporary squads sounds like a virtual radio broadcast! 
And who wouldn't prefer hearing Ernie Harwell announce the 
results to reading text accounts? 

A bank of 10 icons, arranged in two vertical columns in the 
lower right corner of the screen represent offense and defense. 
The defensive manager can then set team strategy, opting to 
set the infield “in” or “deep,” hold the runner, pitch from the 
stretch or a full wind-up, issue an intentional walk or just 
chuck it in there. The manager of the team at bat, meanwhile, 
can swing away, hit and run, steal or call “time out.” In addi- 
tion, both managers make dynamic decisions, such as whether 
to try and stretch a base on a hit or go for the double play on 
defense. 

In some areas, however, the game, for all its components, is 
lacking. The stadium effects are extremely primitive, failing to 
factor in perhaps the single most important factor in power hit- 
ting. BBWis worth a look for baseball mavens with the com- 
puter and baseball savvy to handle it. When it's all put together, 
this is still a rich and rewarding play-experience, and it remains 
the first choice of those with a background in APBA tabletop 
sims. 
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FRANCHISE REPORT 


Baseball for Windows remains essentially 
a PC version of the non-electronic APBA 
Master Game with orlê Of two upgrades 
Gnd This Years Stats Like CD-ROM 
Baseball Version 2.0 (see below) it is intri- 
cately tied to a decades-old dice-and- 
cards game--in this case, the APBA 
Master Game. In a certain sense, it is 
frozen in time with Most improvements 
cosmetic while the game's heart remains 
а lazy-man's version of АРВА; 


Emie Harwell offers excellent play-by-play for games 


featuring contemporary players 


Excellent 


Average 


BB for Windows ‘97 ВВ for Windows ‘96 [il 
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Near-perfect. Could use a little 
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game's highlights 


exemplary, none-the-less 
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Good enough to 
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There are very few people in the world 
of electronic sports with a pedigree like 
Don Daglow’s. He was part of the original 
Mattel Intellivision team in the early 80s 
and developed two of the seminal base- 
ball video games, Major League Baseball 
and World Series Baseball. Later, along 
with his Mattel compatriot Eddie 
Dombrower (currently a top dog at 
Henson Software), he created the Earl 
Weaver Baseball franchise for the then- 
fledgling EA Sports division in the late 
80s. He eventually formed his own devel- 
opment group, Stormfront Studios and 
formed an alliance—business and person- 
al—with manager Tony LaRussa that has 
seen the successful LaRussa Baseball 
franchise migrate from SSI to EA to 
Stormfront itself and now to Maxis, 
which will soon publish the latest edi- 
tion, LaRussa 4. 

So let’s pick the brain of one of the 
smartest and most experienced people in 
the sports game industry. 


DD: The whole idea of not using the toy 
licenses I think was because the toy peo- 
ple just weren’t certain about the whole 
electronic thing. And I think that held 
them back. When we and Atari were out 
there marching step by step trying to 
conquer the world, it was kind of like a 
game of Risk; who was going to conquer 
the most countries? I think the whole 
sports licensing thing was to [position] us 
one notch higher than Atari—and of 
course Atari was doing the same thing. 


А LIFETIME OF 
ELECTRONIC 


BASEBALL 


An Interview with 


Don Daglow 


By Bill Kunkel 


GSN: Why were the fi 


sports games all two-ple 


t generation 


only? 


D: It started with the controllers, 
because there were two controllers on the 
machine. And even though our research 
showed that somewhere around 80% of 
all games were played solo, the whole 
idea was that this was a great head-to- 
head machine. The marketing photos 
never promoted the games as something 
you did by yourself, they were based on 
something you did with somebody else. 
So the focus on two-player games was 
always there. And we didn’t mind [since 
all we had to work with was] 4k of RAM. 
And when we say we had 4k to work 
with, we're actually exaggerating, since 
there was another 4k of executive inside 
the machine which was basically 4k of 
firmware routines that we could call 
upon. So 4k of it we were stuck with and 
couldn’t change, and believe it or not 
there was a bug in one key function—we 
couldn’t divide! If you tried to divide 
anything, which was absolutely key in 
mathematical programming of any kind 
the bug would crash. So you had 4k of 
routines that were available if you could 
use them. Then we had 4k of our own 
code that we could use to write the game. 
And you actually spent much more time 
compressing than you did programming 
or debugging. 


GSN: Your next baseball adventure, quite 
a few years later, saw you once agair 
working with Eddie Dombrower, who had 
developed World Series Baseball with 
you. Tell us about Earl Weaver Baseball 


DD: | felt so good when Trip Hawkins 
gave me permission to do Earl Weaver 
Baseball. The design was really probably 
too ambitious for the machines of the 
day, but Trip gave me the green light 


because he was looking ahead. Up to that 
point, due to technical limitations, all the 
games were either arcade simulations 
with basically no stats or they were simu- 
lation games that didn’t have graphics. 
And Trip backed me on the notion that 
the machines had come far enough along 
that we could make an accurate sim and 
oh, by the way, we're going to have 
graphics as good as anyone else's. Now 
we can have both—it's the American 
Way. I'm not going to have a peanut but- 
ter or a jelly sandwich, I'm going to have 
both. My read on history is that it was 
the combination of a fully accurate sim 
[by people who] really knew baseball and 
were respectful of baseball. It wasn't just 
somebody idea of baseball. And it came 
in a graphically attractive game; I think 
that's what made it a breakthrough. 


GSN: Did it achic Our gc 


DD: When I look back, the feelings I 
remember having were, number one, that 
people seemed to give us more compli- 
ments on the sim side than the graphics 
side. And, number two, that the competi- 
tion seemed to become more resolute 
about beating us on the graphic side than 
they were on the sim side. They were 
willing to concede the territory on the 
sim accuracy, but they weren't going to 
concede any graphic link. So very quickly 
we got into a graphics war. People were 
immediately out to look better than us 
and we were off to the races in terms of 
that competition. 


GSN: Were you k ng to crea I 


most realist 


looking 


DD: I was a greedy guy and I wanted it 
all. It's hard not to look at this from a 

1997 perspective and what we demand, 
graphically, of games now and what we 


demanded in 1987 are very different 
things. I wanted to have a sim that was 
really a simulation, and that somebody 
who knew baseball—including Earl 
Weaver—could look at and know it was 
the Real McCoy. I probably didn’t push 
myself as hard as I should have on the 
graphics side if we had really gone after it; 
if I had gone after a bigger budget and so 
on. Eddie Dombrower was an exceptional- 
ly capable guy and if we had gotten more 
of a budget, we could've made even more 
of a dent. But that's with ten years hind- 
sight. 


GSN: For many years it was traditional for 
baseball games to look like you were 
watching the game on TV, and that was all 
started by you guys at Intellivision. Should 
baseball games look like they do on TV? 


DD: It's interesting because I’ve thought 
about that a lot. When Eddie and I first 
did World Series Baseball, which was in 
‘82 and was the second Intellivision base- 
ball game, we believe that because, for the 
first time the hardware was capable of gen- 
erating it, we felt that of course that was 
the ideal, to mimic television. After all, 
where are you when you're playing the 
game? You're in your living room, sitting 
in front of your TV set. We wanted gener- 
ate a willing suspension of disbelief—I was 
a playwriting major in college. And how 
do you generate that? Well, if you're on a 
TV set, act like a television show! If you 
get that, you've involved the audience and 
you're there. What's interesting now is 
that I think we're very comfortable work- 
ing with computers and quasi-computers 
like consoles and with the idea of our 
influencing fictional worlds. Our kids have 
grown up with it and adults take it for 
granted. But I think there are times when 
TV perspective interferes with gameplay. 
My current position is that TV POVs con- 
tinue to be great as a way of getting will- 
ing suspension of disbelief, but what am I 
being paid to deliver? Somebody in Des 
Moines or Jacksonville are paying money 
to buy something my team has built. The 
social contract and obligation to the cus- 
tomer demands that we put gameplay 
ahead of everything else, while not ignor- 
ing all the graphics and all the other 
[frills]. But when in doubt, give them 
gameplay, don't give them eye candy. 


GSN: In fact, some games are so obsessed 
with reproducing TV-style POV that all the 
quick camera cuts to an individual player 
in the field can be very disorienting, with 
cameras flipping from catcher's perspective 
to shortstop POV, turning the entire left- 
right orientation on its ear. 


DD: That's why in LaRussa one we did 
two things that we felt were very revolu- 
tionary, one of which has now been 
copied everywhere and the other I got 
beaten up for a lot—well, alternately beat 
up and congratulated. The thing that 


everyone copied was our [method of] han- 
dling fly balls [by placing a cursor on the 
position in the outfield which the fielder 
had to reach in order to catch the ball]. 
The other thing we did was: once you hit 
the ball, we did a camera jump and we 
turned the clock back about a second-and- 
a-half so that you could see the swing 
from the field. We ended up not doing 
that in the subsequent LaRussa games 
because we were finding other ways for 
people to get set and partially because it 
just ticked off some people. Even though 
it made the game easier to play, and a 
ground ball hit to the infield, for the first 
time ever, was truly playable, that one- 
and-a-half second turnback was just like 
chalk on the blackboard to some people. 


GSN: Baseball may be the biggest game in 
America, but it's never seen a single domi- 
nant franchise, the way NHL or Madden 
dominated hockey and football sims. 

DD: We have never really pulled away 
from everybody else and nobody else has 
ever really pulled away from us. There's 
kind of this battle of two or three games in 
every generation. Hardball has been 
around forever and they've done a lot of 
good work on that game. I've both 
enjoyed and hated competing with them 
over the years. And Triple Play is obvious- 
ly a high budget, well-executed new 
entrant. 


GSN: How the bleep many baseball fran- 
chises has EA started, anyway? 


DD: At times they were doing two at the 
same time. And I think part of what 
they've done, historically, is that EA is try- 
ing to do fewer things, fewer SKUs and 
fewer titles, and concentrate more time on 
each title instead of doing more things 
and dividing [their resources] more. 


GSN: Do we demand more of our baseball 
sims than other sports? 


DD: Because baseball is so different from 
the other major sports, which in the end 
involve a fight for control of territory and 
the action you take once you've controlled 
that territory. I wouldn't be surprised if 
those of us doing baseball games are still 
trying different things ten years from now 
without ever having one definitive version 
emerge. I know that on LaRussa 4, which 
is just about to come out, where we're full 
3-D with all the different camera angles, 
we're still trying to make sure that all 
those angles serve gameplay instead of 
gameplay taking a back seat because we've 
got some eye candy for you now and 
because it's pretty, you have no choice, we 
are going to show it to you. 


GSN: One of the issues that dominates the 
electronic baseball franchises right now is 

what I call “the battle of the bullets." It's a 
situation where the marketing people need 


A 


La Russa '97 


Intellivision's 
World Series 
Baseball '82 


to have at least half a dozen major new 
features for each edition's sell sheet. Has 
this led to a need to develop new frills 
instead of refining existing systems and 
does this imperative ever create problems? 


DD: The best answer is probably that I've 
been expecting it to get in the way for 
years but on baseball we've had enough 
things we wanted to do that the bullet 
points came naturally. And I think that 
corresponds with what the consumer has 
a right to expect. When they're paying 
$19.95 for an update, [you don't expect] 

a lot of bullet points, but you expect 
refinements. When you're paying $50-55 
for an entirely new game, I don't think 
that the consumer is out of line [to expect 
major improvements]. And it's never 
worked against us. I have seen franchises 
where it has worked against them because 
they'd already used up what the hardware 
was good at for that particular sports simu- 
lation and suddenly they were scrambling, 
trying to make something out of nothing. 


GSN: Some computer game publishers do 
seem compulsive about releasing an entire- 
ly new edition of a previously-successful 
sports game every season. You'd think that 
every couple of years they'd think: "Gee, 
that last engine was pretty damned good— 
why don't we just issue a Season Disk this 
year?" 


DD: When we were publishing LaRussa 
ourselves, instead of doing LaRussa 4 last 
year, we just did a 1996 Edition of LaRussa 
3. We talked among ourselves and decided 
we couldn't look the consumer in the eye 
and say: "This is a whole new version." 
There was a lot of great new stuff; it was 
the first time we had individual pitcher vs 
hitter stats—the first time anyone's ever 
done it. But in the aggregate, we thought 
we'd rather undersell and have our con- 
sumers believe us, so when you see one of 
our versions you know it's a full new ver- 


sion. And I got a lot of compli- 
ments on that. 103 » 
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internatio 


uperstar Soccer 


Mario made the N64 a must have for platform 
fans. [SS makes it a must have for sports fans. 


format nintendo 64 


publisher | konami 


develope 
available 
score 


f there ever was a soccer 
franchise with good lineage, 
it's Konami's International 
Superstar Soccer. Always 
pushing the envelope, ISS 
has excited gamers across 
platforms and has given us a 
good substitute for FIFA. 
While most console systems are cluttered with 
soccer titles, Nintendo 64 remains virgin territory; 
a prime time for /SS to make an appearance. 

International Superstar Soccer 64 will truly 
astound. What makes /SS 64 so incredible is that 
every area that has surface to shine, does so, 
and brilliantly. From graphics, to sound, to arcade 
action, /SS 64 makes all soccer games before it 
pale in comparison. 

There are six modes of play that you can choose 
from: Open Game, Penalty Kick, International, 
World League, Training, and Scenario. All modes 
can be played with 1 to 4 players, including 
Penalty Kick. The most interesting mode is 
Scenario, which has you trying to complete 16 
scenarios, of varying difficulty. The challenges 
range from trying to keep an opponent from scor- 
ing, to bringing the U.S. back from a two goal [1] 
deficit against Brazil. What happens when you 
complete all 16? l'II let you find that out on your 
own... [2] 

The option of creating a player had been added 
to this title. From skill levels to facial features and 
skin color, you can customize your player and [3] 
then register him in the league for use on one of 
the teams. 

The area of the game that will strike you the [41 
most, is the graphics. With an amazing 3-0 
engine and the most realistic motion capture of 


gamefan sports network 


changing their outfit and body color” 
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“You can customize your character by 


any soccer game, these polygon punters look 
beautiful. Even more remarkable than how 
they look, is how they respond. Most games 
with this high a frame rate and level of motion 
capture tend to be sluggish and not very 
responsive; not /SS 64. The players in /SS 64 
move like rabbits, and respond splendidly to 
the analog controller. The resulting gameplay 
is near-flawless. 

Not being very knowledgeable about the 
sport of soccer, its harder for me to spot poor 
computer Al. Unlike baseball and football, 
which has players moving in clear and deliber- 
ate ways, soccer is a much more fluid sport, 
with more interaction between positions. | can 
say that in all the time that | have played this 
game, someone was always in the proper 
place for a pass, or rebound. The defense 
always picks up the attackers, and middies will 
come up to help when you're putting the pres- 
sure on the goalie. 

Like most soccer sims, there is the option to 
change formations and strategies to better 
suit your playing style. A nice addition is the 
ability to save the formations that you set, so 
you don't have to keep tweaking them every 
time you boot up. You can also switch player 
roles on the field. If you feel Ferreira would 
make a better stopper than forward, change 
his position. 

Granted, you won't be seeing as good a 
quality of sound, music and commentary as 
you would in CD-based consoles, but that 
hardly detracts from those facets of /SS 64. 
Some juicy crowd noise coupled with great, 
on-the-fly color commentary make the game 
spring to life. 

If you are a Nintendo 64 owner, buying this 
game should be a high priority for you. With 
fantastic graphics and sound, and a solid 
replay value, International Superstar Soccer 64 
satisfies. 
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Cashing in on the popularity of soccer 
among today’s youth 


occer has now reached the 
point where it can make a 
legitimate claim to be the 
fifth point on what has 
become a pentagram of 
American team sports. Not 
that attendance at profes- 
sional soccer games in 
America can even come close to the NHL. But 
the unexpected arrival of the World Cup on 
American soil certainly stirred up interest in the 
world’s most popular team sport. Coupled with 
the maturation of multiple generations of home 
grown youth league soccer players, the phe- 
nomenon has, if nothing else, created an 
impressive market for electronic soccer simula- 
tions—in both the console and computer game 
markets. 

Soccer games have been around in video and 
computer game format since the dawn of pro- 
grammable gaming, but most of them were 
established European sellers with licenses that 
most Americans neither recognized nor cared 
about. The breakout game, of course, was EA 
Sports’ FIFA Soccer which has remained the 
soccer sim to beat since its introduction several 
years ago. And the folks over at EA certainly 
won't be losing any sleep over this latest inter- 
loper on its turf—in fact, publisher Gametek 
has gone to great lengths to make sure the 
games aren't comparable at all. Using a pro- 
motional tactic that has been standard proce- 
dure since the earliest days of gaming, publish- 
ers opted for a generic product wrapped up as 
а “kideogame” and it seems this was their goal 
all along. 

At least Gametek has put a new saddle on this 
old marketing warhorse by including some 
525,000 actual AYSO players (as well as a fea- 
ture whereby players can enter their own name) 
competing in 900+ leagues. Hence, if only 1/4 
of all the kids whose names appear in this 
game buy a copy of it, Gametek has its money 
back and a modest hit to boot! 


CALIFORNIA 


© Stingers 


Home Uniform 


7 € Palmer 


[1] 
[2] 
[3] 
[4] 


The game offers very little in the way of 
amenities. Teams can be saved, uniform color 
selected, age group chosen and other simple 
options. The graphics are primitive by the 
standards of games AYSO doesn't want to be 
compared with, but the design (by Rage) offers 
one nice innovation: the player can track the 
projected path of the ball on a goalkick via a 
“rainbow” of soccer balls which minutely plots 
the ball's trajectory. 

In short, AYSO Soccer sets limited aspirations 
for itself and barely meets them. Nonetheless, 
how many games offer half a million kids the 
opportunity to maneuver virtual reproductions 
of themselves? 

At the very least, it says something about the 
popularity of soccer that a simulation this 
generic can get released in the U.S. by a well- 
known publisher. 


AYSO BRINGS FAMILIES TOGETHER 


AYSO (American Youth Soccer Organization) 
was founded in 1964, and has 
established itself as a premier 
establishment for youth develop- 
ment through quality soccer pro- 
grams for boys and girls, 5 - 18 
years old. This non- profit organi- 
zation puts an emphasis on charac- 
ter, sportsmanship, fun and family. 


Over 520,00 American kids are 
currently active in AYSO. 

Over 43,000 teams participate 
across the country. 

Over 225,000 adult volunteers 
serve in various capacities from 
coaching to administrators. 


In creating the game AYSO Soccer, 
GameTek’s mission was to emulate 
the spirit of AYSO and bring it into 
the home via IBM PC/compatible 
CD-Rom computers and other home 
gaming systems. Just as AYSO 
serves the youth of America in real 
life, AYSO Soccer is also aimed at 
being a skills developer as well as 
an educational tool in the home. 
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innovative golf, sierra Style 


gamefan sports network 
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format windows '95 


publisher sierra 


developer | dynamix 
now 


8196 


available 
score 


S we have observed in several 

other reviews of golf simula- 
tions featured in this issue of 

GSN, we are looking at some- 
thing of a glut in this category. 

In addition to the solid gold 
franchises owned by Access 
(Links) and EA Sports (PGA 
Tour), we have Accolade (Jack Nicklaus), Looking 
Glass (British Open Championship Golf), Groliers 
(Greg Norman) and Maxis (SimGolf) among others 
looking to take turf in the ever-widening golf 
Sweepstakes. Goosed by the ideal suitability of golf 
for online tournament play, the entertainment soft- 
ware industry has embraced the swinging sport 
with a born again gusto. 

Sierra, one of the most successful publishers in 
the business, has had a spotty history with regard 
to sports games. In the early 80s, it released a 
boxing game, but the company has long since 
been known almost exclusively for its adventure 
game franchises, from King's Questto Leisure Suit 
Larry. Since the acquisition of Dynamix, however, 
Sierra has gone full speed ahead in an effort to 
forge its Front Page Sports series into a top line 
sports franchise. 

After generating an FPS baseball and football 
series--both of which received criticism for being 
somewhat light in the statistical realism depart- 
ment--the company set out to plant a flag in the 
golf genre. And while FPS: Golf is unlikely to knock 
off either of the Big Two, it has at least one feature 
that could generate a core of faithful electronic 
golfers. Rather than employ the industry standard 
meter system for determining the power and direc- 
tion of a drive or putt, FPS: Golf employs a play 
mechanic dubbed “TrueSwing". In other golf 


games, the player generally initiates the swing by 
pressing a key or button, which in turn generates 
one or more on-screen gauges or meters. Within 
the confines of the meter(s), a needle moves con- 
stantly back and forth. Pressing the command but- 
ton a second time stops the needle, and its posi- 
tion within the gauge determines the power and/or 
direction of the golf ball. Sometimes multiple 
meters are employed, one for power and the other 
for direction. 

FPS:'Golf eliminates all that timing and button 
hi iarkably:simple play mechanic: 
er simply pulls the Molise backwards, sim- 

the baci , then pushes the mouse for- 

ji we whic the mouse is thrust 

determines how hard the ball is struck: Jf. the 
mouse veers off to the left or right, a hook or slice 
will result. Sound simple? Actually, it is, and for 
gamers who come from a more action-oriented 
perspective, it's far more satisfying than timing the 
movement of a needle on a gauge. It also provides 
a "feel" that will allow experienced golfers to get an 
immediate sense of even the most sophisticated 
strokes. (Died-in-the-wool clickers, however, can 
opt for the standard meter-driven mechanic.) - 

The game's other major feature is the use of 
three dimensional golfers апа extremely accurate 
reproductions of the two real world courses which 
come with the game: The Prince (Kauai; HI) and 
Pete Dye Golf Club (Bridgeport, WV). The first 
course disk, the beautiful Coeur d'Alene, is already 
available. The course is dominated, visually, by a 
huge lake which is visible from every hole. 

The game doesn't get bogged down in foot posi- 
tioning, or spotting the point on the golf ball the 
player wishes to strike. Those features are left for 
the more intricate simulations. But what it does 
offer are first rate graphics апа:а genuinely 
remarkable innovation in golf sims. The only com- 
plaint? The need to click ori "continue" after each 
round. You'd think a дате that devoted this much 
time to cutting out the clicking would automatically 
advance: us: to the next hole. Quibbles aside; how- 
ever, this is a strong golf sim with something truly 
unique to offer beyond mere bells and whistles. 
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FPS Golf eliminates all that ‘damning and 
button pushing with a remarkably simple 


play mechanic. 
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[1] Sweet graphics 
are a necessity for 
today's virtua-golfer 
[2] Innovative golf 
Swing adds flair [3] 
Follow the trail of the 
ball... right into the 
trap [4] Nice pants 
[5] GSN doesn't con- 
done teeing off bull 
frogs 
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Briti 
ritish еп Golf 


A virtual diamond in the rough. 


format | PC (dos or windows) 


publisher | looking glass 


developer | looking glass 


available | now 
—— 
score | 7296 


olf goes back to its roots in 
this bold links simulation from 
Looking Glass Technologies 
(most of whose previous work 
was published in America by 
Virgin). British Open 
Championship Golf is an ambi- 

tious simulation that must 
scramble for a foothold in a market already domi- 
nated by big name franchises such as Access’ 
Links LS, Accolade's Nicklaus 4 and EA Sports' lat- 
est PGA entry. At this point, the field is so tight 
that rumors have EA scrapping with Microsoft to 
land Tiger Woods' endorsement on their products 
(Microsoft publishes previous editions of Links 
under the Microsoft Golf label). Not to mention the 
staggering catalog of additional course disks which 
exist and will continue to be published for each of 
these heavily-supported titles. 

So what chance does a humble sim featuring a 
pair of classic British courses have amidst this PC 
golfing glut? It's hard to tell. Golf sims are not 
unlike flight simulators; gamers who like them 
often prefer more than one game and sometimes 
have an extensive collection of seemingly similar 
games. 

British Open certainly has its share of interesting 
features, including an "interactive" caddy who 
offers solid advice on each hole. Gamers get to 
play using computer surrogates based on eight 
actual pros against some of the best simulated 
golfers in the world. The crowd's reactions are 
appropriate and ABC's Jim McKay offers play-by- 


[1] Need some 
advice? Ask your 
play caddy [2] Don't fall 


into that nasty look- 
ing crevasse [3] Fore! 
[4] Enter the tourna- 
ment and see how 
well you fair [5] “It’s 
in da hole, it's in da 
hole!" 


Perhaps the most important feature—especially 
in a golf game set on a pair of Scottish courses— 
is weather which has a tremendous effect on each 
game. 

The graphics are quite good, and the motion cap- 
ture/rotoscoping of the on-screen duffers is first 
rate, but the visual overlap of golfer and golf 
course sometimes seems clumsy. The tee shots 


always look great, but in some locations the golfer 
seems to be hovering slightly in the air. In any 
case, the graphics are some distance from the lat- 
est edition of Links LS. 

Both the obligatory St. Andrews and Royal Troon 
courses are included, with Looking Glass making 
noises about additional British Open course disks 
down the road. 

British Open Championship Golfers who have 
mastered the hazards of St. Andrews and the svelte 
fairways of Royal Troon and are now gunning for a 
real challenge, get ready to gas up the golf cart for 
a virtual trip down the infobahn. Looking Glass 
Technologies, in association with GolfWeb, recently 
announced the first "Virtual British Open," which 
will allow users compete online against each other 
for a chance to win a trip to the real British Open. 
In an online tourney begun on May 15, players 
enter by aiming their Web browser at the GolfWeb 
Virtual Open site. From there, the player down- 
loads a "starter ticket," which insures that all com- 
petitors play under the same conditions. 
Throughout the event, players will be able to track 
their progress via the Virtual Leaderboard. 
Following four weeks of qualifying rounds, the top 
156 scorers advance to the four round final cham- 
pionship. At the conclusion of the championship, 
the grand prize winner receives a VIP trip to the 
real British Open at Scotland's Royal Troon, includ- 
ing airfare, hotel accommodations, and spending 
money. 

"The Virtual Open allows everyday players to 
experience the thrill of the British Open as they 
compete against each other," said Alan Dickens, 
producer at Looking Glass Technologies. "Needing 
a birdie on the 18th hole to win it all is the true test 
of a player, and is what the British Open is all 
about." 

"Looking Glass has truly captured the thrill of 
tournament play—an area that no other golf game 
has focused on," added Brian Axe, product manag- 
er of GolfWeb's Game Center. "The Virtual Open is 
ideal for the GolfWeb Game Center where players 
can compete for prizes in simulated tournaments 
hat mirror real world events. Last year, GolfWeb’s 
real-time tournament coverage brought the thrill of 
he British Open to you. This year, The Virtual 
Open will transport you to places such as the tee 
box on the eighth hole at Royal Troon, where you 
make the choice between a wedge or a wood... and 
ive with the consequences." 
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The Bells Are Ringing and the whistles are 
shrilling with enhanced graphics... 


format PC (dos or windows) 
publisher accolade 
developer | accolade 

now. 


93% 


available 


score 


he golf sim category is not the 
easiest market for a publisher 
to sink its corporate teeth into; 
the competition is brutal, the 
technology demanding and the 
need for a marketing hook 
absolutely seminal. Into this 
world, populated by such heavy hitters as Access’ 
Links LS and EA Sports’ PGA franchises, strides the 
Golden Bear on his latest and long-awaited 
Accolade-powered golf cart. 

Nicklaus has served as the licensing standard- 
bearer on this golf franchise which has heretofore 
occupied a niche in the electronic golf game pecking 
order somewhere between the Big Two franchises 
named above and everybody else's links sim 
(Groliers, Maxis, Looking Glass and Sierra, among 
others). With Nicklaus 4, however, Accolade's golf 
development unit has pumped up the volume. It 
also has the advantage of hitting the retail shelves 
b 
L 


efore either the latest, highly-touted PGA or Links 
S '98 Edition. The bells are ringing and the whis- 
tles are shrilling with enhanced graphics (we are, of 
course, still waiting for the first edition of a series 
which promises “downgraded visuals" as part of its 
sell sheet) that add a new layer of textured reality to 
the already solid presentation. The camera POV can 
also be set up from any position on or above the 
course, but this feature is less interesting in a golf 
sim than in, say, a team sports game since the tra- 
ditional, above-and-behind-the-golfer perspective is 
the only view that satisfies most users. Fog levels 
are adjustable and (eureka!) users can opt to be 
represented by left-handed surrogates! 

As with previous editions of this game, however, it 
remains the easiest to master of all the top golf 
sims. Anyone with experience playing the more 
challenging sims will quickly discover they've got 
the Bear's number on the quintet of courses (four 


[3] A relaxing day 
on the links. What 
better way to blow 
four hours [4] *Do 
you know what 
gophers can do to a 
golf course?"[5] 
“besides, | never 
slice.” 


[1] Get your- 
self set up 
for the perfect 
drive [2] This 
is one nice 
lookin’ sand 
trap. Bummer 
you'll be too 
mad to notice 


real, one an exclusive) contributed by Jack's own 
Golden Bear Design Group (Muirfield Village Golf 
Club, Colleton River Plantation, Country Club of the 
South, Winding Springs and Cabo del Sol). Of 
course, that also makes this the ideal sim for less 
experienced or skilled gamers who would go nuts 
trying to finish Links LS under par. 

What is indisputably the coolest thing about 
Nicklaus 4, however, is its great course designer 
feature which runs like a jet age version of 
Accolade's golf franchise from the mid-80s, Mean 
18. While the sophisticated topography employed in 
modern golf sims has defeated the ability of most 
programs to offer a satisfyingly sophisticated 
course architect, the Nicklaus 4 interface is first- 
rate, superior even to the system employed by 
Maxis' SimGolf (which was produced with input 
from legendary course designer Robert Trent 
Jones). The display screen in the course creation 
mode offers a first-person view of the fairway, a 
topdown look at the entire hole, and rows of icons 
which give users control over everything from ele- 
vation and hazard-types to arboreal selection (only 
God can make a tree, but you can place a botanical 
garden's worth of them anywhere on your courses). 
The feature also allows courses from the Jack 
Nicklaus Signature Edition to be imported into the 
new program. 

Accolade has already inked a deal with ARIES 
Online Games to bring Nicklaus onto the Net this 
summer, complete with tournament play in which 
foursomes compete against one another in gross 
Score or handicap competition. The vehicle will be a 
version of the game dubbed Jack Nicklaus 4 Online 
and will contain features designed specifically for 
Net play (users can "caddie" for other players or 
merely watch a match from the gallery while con- 
versing with other spectators via a chat line. 


Ultra 


gsnreviews 


Mini Golf 


At first glance, the game seems like the 
answer to d mini-gotfer's prayers. 


format PC (dos or windows) 


publisher sierra 


developer dynam 
available now 
score 66% 


iniature golf games have 
lardly been a glut on the 
market in recent years; 
Before this year, the-last 
significant mini golf sim on 
computer was EA's Zany 
Golf for the Atari ST. This 
year, however, Virgin started off the year tll of 
promise with:the long-delayed release of Caddy 
Hack--a miniature golf course set on board the 
zombie and-skeleton-infested remains of the 
Titanic. The idea and visuals were appropriately 
twisted and striking, in that order, but critics 
leaped on the shaky gameplay and rode the 
barely: marketed game out of town on a virtual 
rail. 

Now comes the next contender for dominance 
in the suddenly sentient category of miniature 
golf games--the humbly titled 3-D Ultra MiniGolf 
(Sierra). At first glance, the game seems like the 
answer to a mini-golfer’s: prayers. Practice holes 
allow gamers to:get used to the unusual play 
mechanic in whieh the user maneuvers the 
mouse in order: to position the head of their golf 
club in the desired direction. At that point 
(unless the gamer has opted for the "True Putt’ 
option), an on-Screen meter is employed to 
determine the power of the swing. The "True 
Putt" mode, meanwhile, allows the gamers to 
"swing" the club:by sliding the mouse controller 
along its pad--similar to the golf-swing play 
mechanic employed in Sierra's Front Page 
Sports: Golf. 

Up to four players, each with their own distinc- 
tively colored ball, can compete against one 


...the Haunted House, 


hole is not visible from the tee. 


[1] Be like Happy 
Gilmore and think 
of a Happy Place[2] 
How wacky can 
you get... a rocket- 
ship. What'll they 
think of next [3] 
Look out, its 
Godzilla! 


for example, 


another in what, during the early rounds, looks 
like a great game. The simpler holes work very 
well and the interface is largely idiot-proof. We 
start off with the classic windmill and move to a 
science fictional rocket port scenario, complete 
with on-and-off laser beams which will reduce a 
Titlist to toast quicker than Fuzzy Zoeller can blow 
an endorsement contract. 

Unfortunately, as the players progress into the 
two nine-hole courses, play becomes consider- 
ably more problematic. These more lavish holes 
constitute an entirely different type of problem; 
the Haunted House, for example, is so large that 
the hole is not visible from the tee. Instead, sev- 
eral target locations are indicated on-screen and 
the player must aim and shoot at those locations 
in order to transport the ball to the green. 

Problem: The game is played on a reduced 
screen and many of the angles are so remote that 
it is all but impossible to see, much less hit a tar- 
get. (Unfortunately, the use of oval-shaped 
frames for the screenshots on the back of the 
game box manages to cloak the display screen's 
restricted size.) 

Then there's the lack of an on-screen overview 
for each hole. Some of these holes are so com- 
plex that they require everything but sonar to 
help the users successfully sink that sphere. 
Worse, these super-challenging holes don't even 
have flags to indicate their position, forcing play- 
ers to scan most of the screen in order to try and 
rack down that elusive cup, sometimes in dark- 
ness! Even the optional aiming line is so short as 
0 be useless unless the ball is mere inches from 
a wall or other vertical surface. 

So we continue to wait for a miniature golf sim- 
ulation that can give us more than bells and 
whistles, sweet graphics and humorous chatter 
eyed to each hole's theme. Couch potato mini- 
golfers want more. We deserve more. We 
deserve a game that's a heck of a lot more 
playable than 3-D Ultra MiniGolf. 


is so large that the 
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if Tiger Woods played а golf sim, it would 
probably be PGA Tour ’98 


format РС (dos or \ 


publisher еа sports 


developer еа sports 
available Now 


score 


ver since Access blew the 
doors off the virtual golf- 
ing world with the original 
edition of Links, every 
other golf simulation has 
attempted to produce the 
"Links killer" that would 

knock the king of the silicon 
fairways off its golden tee. Accolade has bat- 
tered away at the castle walls for years via its 
Jack Nicklaus series without producing a signif- 
icant dent, while new players such as Looking 
Glass (British Open), Maxis (Sim Golf) and 
Sierra (Front Page Sports: Golf) continue to line 
up for their shot at a hole-in-one. 

So far, Links has remained undamaged, 
upping the ante in terms of audio-visuals and 
realistic features with each new edition, then 
supporting each new edition with a wide range 
of meticulously-reproduced course disks. The 
strategy has kept the rest of the industry at 
arm's length while building its own credibility-- 
as well as a healthy cash reserves through a 
deal in which previous editions of Links are 
sold to Microsoft, which publishes them under 
its own name. 

Among electronic golf game mavens, howev- 
er, the only franchise that has posed a serious 
threat to Links dominance is EA Sports' PGA 
Tour series. Now, just as Access prepares to 
launch the latest rev of its landmark series-- 
Links LS: 1998 Edition--EA Sports has pro- 
duced the first serious challenge to the Links 
legacy, PGA TOUR Pro. 

The most obvious strength of this latest incar- 
nation is its eye-poppingly realistic graphics. 
Golf courses (this edition comes with a pair of 
classic American courses: Pebble Beach and 
Scottsdale) are pretty attractive places, by and 
large. Very few course designers set out to cre- 


ate eyesores, after all. But the visuals in 
PGA TOUR Pro are so magnificently ren- 
dered that they actually look better than 
real life! The rich textures and ambient ani- 
mations are so delicately detailed you may 
begin to think you actually smell the sweet 
desert breezes of Scottsdale or the scent 
of sea air at Pebble Beach. 

Though the version we tested was "only" 
90% complete, EA Sports gave us the okay 
to "рий" this game through its paces. So 
we gave her the complete shakedown 
inspection and are delighted to report that 
she ran like a perfectly tuned Porsche, 
missing only a spot or two of last minute 
touch-ups. The new features (see below) 
invariably improve playability over earlier 
versions, especially the options which help 
digital duffers line up shots and putts. As a 
result, it's easier to be a better player. PGA 
TOUR Pro isn't as easy to master as 
Nicklaus 4, nor is it quite as tough as Links 
LS. 

Here's the skinny on the game's new fea- 
tures. A technique dubbed "Flash" 
Rendering generates the next hole in the 
blink of an eye--none of the usual waiting 
while the new tee shot is generated. The 
game can also be viewed from virtually any 
POV with multiple grid types; a 3-D cross- 
sectional analysis of each hole, on-screen 
putting meter and pop-up help text. Other 
improvements over previous editions 
include EA Sports NET 2 - LAN, modem 
and Net competition, a "Pre-Shot Risk 
Meter', improved club selection interface, 
animated caddies, Multiple Swing 
Mechanics and a Target Arc System which 
helps users to plan any shot. 

Users get to play as or vs. any of 14 PGA 
TOUR pros from Tom Kite and Peter 
Jacobsen to Mark O'Meara and Lee 
Janzen. 

Whichever golf game(s) you are currently 
using, fans of this category owe it to them- 
selves to at least check out what may be 
the Tiger Woods of electronic golf fran- 
chises. 


[1] Beautiful graphics real- 
ly make this game [2] No 
buggy swing meter, like 
the one on the console 
versions of the past [3] 
Flash rendering cuts down 
load time from one hole, 
to the next [4] Make up a 
foursome from around the 
country 


gsn 


Moto Racer 


White knuckle racing for the adrenaline 
junky in you! 


format PC (dos or windows) 


publisher bmg interactive 


developer delphine 


now 


90% 


available 
score 


he PC gamer has been 
fed a lot of crap over the 
years about "arcade 
quality" computer 
games. The truth is that 
only now have PCs 
reached the point where 
they can provide action 
experiences comparable to state-of-the-art 
home console systems, much less cutting 
edge coin-ops. Moto Racer, however, is part 
of a new generation of action-intensive com- 
puter games that run like silk as long as the 
user's system has the muscle to deliver them 
in all their high-speed, hi-res glory. These 
new, beefed-up programs are forcing the 
arcades to up the audio-visual ante while they 
revolutionize gaming on home computers. 
They've even begun to crowd the territory 
once locked-up by the console game develop- 
ers with their dedicated, game-oriented hard- 
ware. 

This popular new motorcross-style contest 
offers players highly detailed motorcycles 
complete with hot paint jobs, and riders clad 
in a variety of cool threads to jazz the overall 
sense of realism.With animation that matches 
the tight visuals, Moto Racer is likely to see 
some very heavy play rotation once it's added 
to your game collection. 


The eye candy here could induce a case 
of virtual diabetes, with track settings 
that include everything from coastal 
highway to stadium-style "extreme" 
motorcross. Moto Racer's audio-visuals 
are as close to an on-the-floor arcade 
motorcycle racer as has gunned its 
engines on the PC. 

Menus are well presented in an arcade- 
style interface. Players can opt to either 
play solo or link up for some human-type 
competition (the game can be played via 
modem, head-to-head or through:a:net= 
wWorkiwhich: allows-up to eight players: to 
compete simultaneously): Racing tor- 
mats include a Practice mode (which 
itictudes ћаѕ а Time Attack). Single Race; 
and Gran РИХ with ап options menu-for 
adjusting difficulty: controller configs; 
detail] evetsand а Variety of other stan- 
dard game:setup features. 

There arefouF-original courses (though 
the game clàáitriStoxoffer-elüht, it's cheat- 
ing slightly by: providing:an additional 


Motorcross bikes for rugged off road 
Courses. 

We strongly recommend the use of a 
game pad, as players may find the con- 
trol on these choppers a bit too respon- 
sive, due to the almost arcade-level 
frame rate the game will run on (in most 
cases). Only some hard racing sessions 
will acclimate users to the correct touch 
but, once mastered, Moto Racer is an 
absolute blast to play. 

Also, this is not a game for girlyman 
PCs. Recommended specs are: P5/90, 
Win95, 16MB RAM, CD-ROM, SVGA 
Card (2MB Video Ram) supporting 16-Bit 
High Color Mode. 

While Moto Racer isn't quite up to the 
visual standards of arcade cousins such 
as Manx TT (Sega) or Cyber Cycles 
(Namco)--hell, it doesn't even come with 
a lifesize motorcycle-shaped controller-- 
its gameplay and sheer fun factor keeps 
pace and, in some cases, actually edges 
past those coin-ops in the race for best 


The еўе Candy here could induce 
d case of virtual diabetes 


quartet of coutses Which аге merely 
reversed verstons Of the origina! four 
tracks): 5рев8 Вау. Snow Ride: West 
Way, and DirtsArena, These courses offer 
a satisfying:sélection of environmental 
settings, eactrof which require-a:different 
style of:raging- Each track has a selection 
of eightieyeles, with the usual Variations 
in acceleration: max speed, grip. brakes 
and either auto or:manuat transmission. 
There are GP bikes which are used on 
the mostly flat roadway tracks, and 


of breed. With so little cycle competition 
on the PC, Moto Racer is apt to be the 
top franchise in its category for quite a 
few more laps. 


[1] 


[2] 
[3] 
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Sega Racing brings one Of its finest to the рс 


format 


publisher 


developer 
available 


score 


0 racing game has arrived 
on the PC arcade scene 
with a stronger pedigree 
than Sega Rally 
Championship. A major 
Success story in the 
arcades with an excellent 

home version available on the 
Saturn, PC racing fans had very high hopes for 
this neo-classic Rally/Off-Road contest. 

Unfortunately, the PC version--even when run 
on an optimized Pentium MMX--doesn't stack 
up against the Saturn edition, much less the 
coin-op original. Mind you, all the features and 
options are here. Game modes include Arcade, 
Time Attack (allows players to re-race the same 
course section until they're satisfied, Head-to- 
Head (horizontal split-screen) and Link. Link 
offers four types of modem or Net play: IPX 
(link up with another human player via a LAN); 
TCP/IP (race anyone over the Net); Modem and, 
of course, Serial. 

The game comes with three announced cours- 
es (Desert, Forest and Mountain) and the oblig- 
atory "bonus" track, an attractive Lakeside 
course. Car control settings allow users to set 
the Transmission (automatic or manual), 
Handling (response), Tires, Suspension (set the 
spring tighter for hilly terrain and looser for 
track driving) and Blow-Off Valve (users select 
from among five audio settings to produce the 
appropriate rev). There's also a Save option to 
retain a car which has been customized, with a 
maximum of four cars which can be held in 
memory. In standard play (single-player Arcade 
mode) on-screen gauges and meters track total 
time, lap time, time remaining, position, best 


SUSPENSION 


[1] Not quite up to par 
with its Saturn counter- 
part [2] “Isn’t it beautiful 
when the foliage 
changes?” [3] Sega 
Sports’ move to PC looks 
to be a success [4] 
Customize your car to bet- 
ter suit your driving style 


time, shift and speed. 

The box bills the game as having six "unique" 
Rally cars, and while this is not exactly decep- 
tive, it is slightly confusing. In fact, there are 
only two "unique" vehicles--a Celica and a Delta. 
They are listed, however, as "Celica AT" (automat- 
ic transmission) and 'Celica MT" (manual trans- 
mission). We can only assume, therefore, that 
the six cars advertised on the back of the box are 
the Celica, the Delta and the four customized 
vehicles which can be saved to memory as the 
sextet--unless there are four "bonus" cars 
embedded somewhere in the software. 

The polygon-based graphics are quite attractive 
but, again, do not match up to the coin-op or 
console editions. The split-screen POV for head- 
to-head racing, however, maintains its visual 
integrity as well as, or better than most racing 
games. The sound effects (which can be sam- 
pled individually via the options screen) are high 
quality and there are two player perspectives: 
first person inside-the-car and the behind-the- 
vehicle POV which has been the preferred per- 
spective on arcade-style racers since Pole 
Position. 

However, since Sega Rally Championship is 
essentially an arcade game rather than a strict 
simulation (though it does offer numerous sim- 
type options), its primary flaw is its sluggish 
response. Even with the response-oriented set- 
tings maxed out and running on a relatively 
heavy duty PC, the user may find it difficult to 
escape the feeling of entering a command then 
waiting an instant before the vehicle responds. 
Games of this type live or die on their ability to 
provide gamers with instantaneous response and 
Sega Rally Championship just doesn't seem to 
have those greased lightning play mechanics. 
Obviously, gamers running with less than 16mb 
of RAM and a 75Mhz Pentium processor will 
want to either tweak out everything but the cars 
and the road or simply pass up this ride alto- 
gether. 


CHT 
boll 
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The graphics engine is an absolute beast! 


ally races on the PC tend 
to fall behind the state- 
of-the-art pack in terms 
of the arcade and home 
console markets. They 
usually don’t look as 
good or play as well as 
the coin-op burners or their 
video game cousins. 
Even if it doesn’t scream, therefore, 
Screamer 2 should generate more than 
enough noise to make the rest of the PC auto 
rally publishers check their rear view mirrors 
before this original franchise blows right past 
them. Because while the original Screamer 
was good, S2 absolutely blows the doors off. 
S2 offers the most satisfying blend of 
arcade-style action and race course realism 
we've seen, with six visually compelling 
tracks, 20 vehicles, a two-player split-screen 
format and network play with up to four 
gamers. The graphics engine is an absolute 
beast, ripping along landscapes from 
California to Egypt with some of the most 
gorgeous scenery to ever liven up a rally. 
The game offers variable POVs (first-person, 
a modified first person perspective in which 
the car's front end is on screen and a com- 
plete behind-the-vehicle viewpoint), and road- 
side terrain that is so beautifully mapped, 
even the pixelization normally found at high 
speeds in games such as Sega Rally 
Championship is softened to a realistic blur. 
Other nice effects include a flock of birds 
which periodically take flight as your car 
screams by them (Milestone’s answer to 
Daytona's horses, or is it not obligatory to 
feature moving animals in every rally con- 
test?). Upcoming turns are indicated by an 
on-screen arrow while your car's relative 
position is tracked on a horizontal bar at the 


top of the screen. 

The game offers four modes of play, 
available through an attractive interface: 
Arcade, Championship (more realistic), 
Time Attack and Multi-Player. On head- 
to-head play, the screen splits nicely 
enough, with the expected reduction in 
terms of visual splendor. As with most 
games of this type not all tracks and 
vehicles are instantly available with a 
variety of available "leagues" offering 
different tracks on which to compete. 

More than any other rally-style racer 
we've tested, S2 makes the best strate- 
gic use of courses and cars. Different 
tracks contain different types of terrain. 
The California track, for example, con- 
tains both asphalt and dirt road. 
Different vehicles, meanwhile, offer 
front, rear or 4-wheel drive making the 
selection process crucial. Players can 
also customize everything from the 
Steering and shocks to the tire pres- 
sure, making this a real treat for virtual 
grease monkeys. 

S2 does not use actual brand names, 
however the cars will be easily recog- 
nizable to fans of high-end automobiles 
(the game may call it a “Radiance”, for 
example, but you'll know a Porsche 
when you see one). 

The techno-style sound track is actual- 
ly very cool, but it tends to drown out 
those wonderful sounds of grinding 
gears, long skids and motor revs. 
Otherwise, S2 might very well become 
the rally sim to beat for the entire PC 
circuit. 


[1] Whether your screamin’ down 
the road or screamin’ frora 
delight, either way, you just, 
plain screamin' [2] Some of the 
best looking tracks around [3] 
The arrow will show you the way 
[4] “Bobby... Сіпау...!” [5] In the 
car view is always cool 
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THQ takes a turn, апа delivers wnat is easily the most 


enjoyable wrestling experience ever 
to show up on the console. 


format | playstation 


publisher theg 


developer | asmik 


available | Spring 


score 79% 


ome of us were recently dis- 
cussing all of the great ele- 
ments that defined the golden 
age of 80s wrestling. There 
was drama, with such goings- 
on as Piper's gang and their 
battle with Hogan and Mr. T. 
There were fun managers like 
Mr. Fuji and "Mouth of the South" Jimmy Hart. 
What about guys like Jimmy Snuka, Ricky 
Steamboat and Junk Yard Dog? Or the Von Eriks 
and George "The Animal" Steele. How much fun 
was it to boo Nicholai. Volkov and The Iron Shiek? 
The moves in wrestling have also.become, well... 
lame. No longer are their men flying off the top 
rope, superplexes and pile drivers; or such sweet 
signature moves like the Camel Clutch. The bye- 
gone days of wrestling are, no more. We need to 
see this old-school action show up in more 
ames. Power-Pro Wrestling was the tirst.game of 
recent years to truly embrace the style that was 
the essence of this great period in Pro Wrestling. 
HQ takes a turn; and delivers what is easily the 
most enjoyable wrestling experience ever to show 
up on the console. While it isn't the best looking 
itle (Power Pro Wrestling is much sweeter to the 
eye), WCW vs. The World'is far and away the 
most in depth. Boasting 60 (yes, sixty!!) wrestlers 
rom six different federations, including the WCW, 
here is never a shortage of interesting match-ups 
While some of the wrestlers do use many of the 
same moves, there is enough variation from one 
to the next to make changing characters a fresh 
experience. 
The moves in WCWare also a throwback to days 
of yore, with pile drivers, figure-fours, and the her- 
alded top-rope bodyslam. Many different moves 
can be squeezed out of the button combos. By 
varying the length of time you hold down the but- 
tons, distance from opponent, or area of attack, 


ЭЩ 


[1] Set him ир for the 
bodyslam! [2] Suplex your 
opponent right out of the 
ring for a little extra dam- 
age [3] Work you oppo- 
nent’s legs with a figure- 
fourleglock [4] Watch out, 
or you may become a 
human Stretch Armstrong 
[5] Oh, the humanity ! 


the wrestlers will perform moves of varying 
difficulty and damage. Also, all of the standard 
stuff, like throwing guys out of the ring and 
flinging them off the ropes for a clothesline 
are added, making this the closest you are 
going to get to the real thing, for now. 

One of the features that interested me most, 
was the ability to create your own belts. Once 
created, you can enter tourneys and try to win 
them. When you win one, you get to enter 
your name for permanent record. Once you 
have a belt, you can offer it up in title defens- 
es. This takes on an especially juicy role when 
playing in Double Title Match. 

One aspect of the game sure to please all 
players, is WCW's extensive options. For 
starters, there are seven different modes of 
play: League Challenge, Best of Seven, 
Exhibition, Elimination, League Match, 
Tournament and the Double Title Match. Of 
the different modes, the stand-out is the 
Double Title Match, as already mentioned. 
What makes this so great is that you can fight 
a buddy, both of you offering up one of you 
saved belts (you each must have a memory 
card with a belt). Unlike other games, losing a 
DTM carries some heavy consequences. The 
game will erase your belt from your memory 
card and transfer it to your friend’s card. The 
only way you can ever regain it is for him to 
Offer it up in one of the two-player modes, or 
another DTM. 

WCW vs. The World is pure joy to play. With 
so many modes of play, wrestlers and the belt 
customizing, its replay value is unmatched in 
the genre. This game is a must have for 
wrestling fans. 
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format playstation 
publisher theg 


developer | x-ing 


available Now 


score 6296 


nothing else, unique. 
Fully licensed by the K-1 
organization (a group 
composed of most of the 
major martial arts disci- 
plines), K-1 Fighters is a 


contest simulation of these schools of hand-to- 


hand fighting. Step'into the ring as one of 
eight international fighters, competing for 
bragging rights as to. who is the best martial 
artist, and which discipline is “the one and 
only." K-7 attempts to bring the realism of 
hese contests to your console. 


Fighting Championship, K-1 is a 3-D, polygon 
ighter. As mentioned before, there are eight 
real-life K-1 combatants, each with individual 
alents and statistics, from arm length to kick- 
ing radius. The controls are set up much like 
any fighting game, with certain combinations 
of the D-pad and buttons resulting in moves 
ranging from round-house kicks to elbow 
smashes. There is a core group of basic 


moves that each fighter is able to perform. On 


top of those, each fighter has a set of individ- 
ual maneuvers representative of their specific 
discipline. 


HeQ’s second 32-bit sports 
venture, K-1 Fighters is, if 


A cross between Bloodsport and the Ultimate 
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K-1 Fighters isa nice try, but not worth 


the price of purchase 


There are three different modes of play 
available: 1P, 2P and Tournament. No big 
surprises there. Also, K-7 boasts the ability 
to customize fighters, allowing such liber- 
ties as setting their learning curve in certain 
areas, as well as being able to adjust their 
rengths and weaknesses. Unfortunately, 
ои cannot use the customized fighters. 
hey are only available as opponents. The 
xplanation for this is that it'allows you the 
bility to test yourself against differently 
acked opponents. The reality of this is 
hat it ends up being a completely useless 
ption that just takes-up valuable space on 
our memory card. 

K-1 Fighters ultimately fizzles when it 
should blaze in glory. A fantastic idea cou- 
pled with an interesting license, K-7 can be 
best described as а novelty, which will hold 
your interest only-long enough to realize 
that the game is all looks-and no substance. 
| say this because it is not very hard to 
defeat the game on the first.two difficulty 
levels. If you use Hug, you can even just 
sit back and wait for your opponent to get 
within striking range of your special kick 
which will knock them down nine times out 
of ten, eventually leading to a TKO. Also, 
there are not enough options, fighters or 
venues to Keep the game fresh. 

K-1 Fighters is a nice try, but not worth 
the price of. purchase. Hopefully THeQ will 
follow this title up with a sequel including 
more features, fighters and moves. This 
game definitely has potential. 
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Grab yourse а Sixer and а nudie mag... 
it’s time to JO fishin’! 


format РС (Dos or Windows) 


publisher asc 


developer ітадіїек designs 


available now 
score 86% 


ow popular are sports simu- 
lations on the PC? Would 
you believe that not one, not 
two, but three fresh water 
fishing simulations have 
arrived-in my. review box 
within the past few months? 

When publishers:perceive the 
need to create a category devoted to fishing 
games, you get a good insight into why so much 
of the PC games industry is angling its way into 
the sports game market. 

The Art of Fly Fishing (Volume One: Rivers of 
the British Isles) from Philips uses FMV shots of 
lycasters standing on the banks of various 
trout-stocked rivers. Unfortunately, this design 
inhibits the user's flexibility; leaving only six 
points on the river to-aim at (since that's all the 
animations that the CD can store for each loca- 
ion). The product is heavy-on features and con- 
ains a hefty database of our fishy targets. 

Bass fishing, unlike Fly Fishing, takes place 
rom a boat, and Sierra's Front Page Sports divi- 
sion has already staked its claim to bigmouth 
bass and their respective surf and turf. In a 
game full of cool features, a slick interface and 
fairly attractive graphics, FPS: Trophy Bass 2 is a 
game worth mounting on the wall in your den... 
and installing on your hard drive if you have any 
interest or curiosity in-casting-oriented fishing. 
(Of course, the game does lose credibility points 
for listing Southern Nevada's all-but-barren Lake 
Mead as a viable bass fishing locale.) 

In an attempt to move into what it apparently 
perceives as a good demographic niche (fisher- 
men tend to have good incomes), ASC Games 
has acquired Imagitek's solid bass fishing simu- 
lation and tacked on the TNN license (that's The 
Nashville Network for you non-poopkickers out 


[1] “1 wish, I wish I was a 
fish..." [2] A tranquil 
scene, but watch out for 
those grizzlies [3] Get 
into the mind of the fish; 
where would you hang 
out? [4] Travel to one of 
the fishing hot spots in 
the U.S. 


there) to create TNN Bass Fishing '97, yet 
another well-executed bit of bass bashing. 
early, Imagitek's vision of a bass fishing 
sim is very similar to Sierra's, with even many 
of the menus broken up in the same format. 
After determining the amount of fog and get- 
ting some tips from a FMV fisherman, play 
begins by having the angler drive his or her 
boat to a promising location where the avail- 
able fish are displayed in a small on-screen 
window. 
The POV then changes to a golf-style 
behind-the-fisherman perspective. Gamers 
can pinpoint the location they wish to cast to 
simply by clicking on the desired location 
then, using an on-screen meter similar to 
those employed in most golf sims, the power 
and accuracy of the cast is determined and 
the line is launched. Obviously, this game was 
designed with a strong golf sim influence. 
Instead of selecting clubs, users pick rods as 
well as reels, lures and line at the "pro shop". 
he screen then shifts to a scrolling topdown 
perspective with users having access to a 
wind gauge, wind direction pointer and even a 
"radar" system that pinpoints the location of 
fish in relation to your lure. 
he graphics are a mixed bag. The primary 
casting screen uses some cheap tricks to gen- 
erate animation (horizontal strips of water 
occasionally move, crudely simulating the 
supposed river's flow) and the topdown view 
often camouflages the mostly silver and gray 
fish against a background of largely gray 
rocks. The music, meanwhile, is some of the 
dullest accompaniment ever tacked onto a 
computer game, but then most users are 
probably not looking for a John Williams 
Score to accompany such a relatively intimate 
simulation. 
Obviously, fishing is one of those activities 
that we are still a long way from satisfactorily 
replicating in computer form. Without the 
bracing smells, the cooling breezes and the 
tactile closure one attains by successfully 
maneuvering rod, reel, line and lure (while 
opening beer cans and gulping down sand- 
wiches), sim fishing will remain a distinctly 
unique experience. 
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Ten Pin Alley 


You know, it is the most played. 
recreational activity in the U.S. 


format saturn & psx 


publisher asc 


developer adrenaline 
available now 


score 78% 


owling has always been in 
somewhat of a strange spot 
among the various video 
game sports titles. Rarely 
was the sport taken very 
seriously, and the games 
based upon it were more: of 

the lighthearted, silly, arcade- 
style fare. However, it was only a matter of time 
before a company came along and went а out 
to make a more accurate representation of the 
sport, and that is precisely what Adrenalin did 
when they created Ten Pin Alley. 

As | said, most previous bowling games have 
been rather simple, both in play mechanics and 
in replication of the real life sport. Move your 
character left of right, try to throw the ball 
straight down the alley, and knock down a few 
pins; a rather basic fare. That's no longer the 
case, as with TPA, the control scheme is based 
both on intelligent timing of your swing and 
release, but also foot placement and amount of 
curve put on the ball. The control engine isn't 
overly complicated - somewhat resembling one 
you might find in a golf game - but mastering it 
and getting good at making each throw do what 
you want takes time and practice. It's the type 
of game where you and a group of friends can 
lay for fun and just enjoy yourselves, or you 
can sit down and work on improving your accu- 
racy and technique. 

Another of the major features TPA has over all 
before it is the realism in the handling of the 
jane and pins. As in real-life bowling, the Janes 
are covered with a thin layer of oil. As you play, 
hat ‘oil’ wears off, which effects your ball as it 
rolls down the lane. Because of this, a same 
hrow in both the first and tenth frames won't 
be the same. Much more impressive than that, 
however, are the physics created to handle the 


pins. Each individual pin has a high amount 
of ‘impact points,’ so that the game calcu- 
lates exactly where the pin was hit, and how 
it should react (should it fly up into the air, 
Should ЇЇ 5рїп around, etc). For anyone out 
there who has bowled, the first time you see 
the pins get Knocked down in 7PA, you will 
be very impressed. 

Ten Pin Alley isn't all:seriousness, however. 
You play the game using one of twelve dif- 
ferent characters, covering à wide range of 
types of people and bowling styles. The 
characters provide for a bit of light-hearted 
humor. Get a strike, and your character will 
jump around for joy. Miss the shot, and 
they'll fall to the ground sobbing: You can 
customize your character by changing their 
outfit and body color, Баі уре and weight, 
skill level, and name. Once you ve created a 
character for yourself, you play in any of the 
different modes, from normal open bowling 
to a 64-participant tournament, and your 
lifetime stats and winnings:can be saved to a 
memory card. 

PlayStation owners can already pick up Ten 
Pin Alley, and soon ASC will have versions 
released for the PC and Saturn. So far, the 
new Saturn version is looking very good; 
with additional features not in the 
PlayStation version such as a practice mode 
and new camera angles for when the ball 
goes down the alleyway. Whichever version 
you purchase, Ten Pin Alley is a: fun; enjoy- 
able little game. Bowling fans will be amazed 
at how: good of a representation it is, and 
others will be drawn in by the simple, addic- 
tive gameplay. 
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LA RUSSA BASEBALL 


HARDBALL 6 


Ap SEGA PC 


К. POSITION 


Manx TT Superbike 


If you are a lover of racing games, then you are 
already familiar with this title. Manx TT Superbike 
was a popular coin-op that is now making its way 
into your home. With the new focus of Sega 
Sports and Sega Racing on the personal comput- 
er, it will come as little surprise that the King of 
Two-Wheelin’ is set to be released for PC. 

Enter one of the most grueling bike races in the 
world, perfectly recreated from actual blueprints 
of the course. Choose from eight different bikes to 
race one of the two original tracks, from the coin- 
ор, plus a new track (two on the Saturn), designed 
especially for the home version. Manx TT boasts 
some beautiful graphics, high frame rate and 
some solid clipping; and when coupled with tight 
playability, make it an impressive facsimile of the 
original. 

You will have the option of racing Arcade and 
Saturn modes, as well as Time Trials, which will 
feature a “ghost” racer from your best, prior, ride. 
Both versions will give you the ability to race split- 
screen with a friend, while the PC version will also 
allow for four person network play via LAN, 
modem, Internet and serial link. The PC version 
will also allow you to customize your copy, giving 
you the choice of multiple resolutions and color 
depths, as well as, the ability to play in English, 
French, Spanish or German. With the power of the 
newer, high-end PCs, Manx TT suffers little and 
looks to take the home audience by storm, the way 
its coin-op counterpart did so in the arcades. 

Both versions will launch, simultaneously, this 
July. 


SYSTEM REQUIREMENTS: 


Windows 95 
Pentium, 90Mhz 


8 MB 
SVGA, 256 colors 
Win95 Game Pad, Joystick, Keyboard 
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WORLD SERIES BASEBALL '98 


Following on the heels of its Saturn counterpart, WSB 
'98 will be available, this September, on your PC. | haven't 
actually played the PC version, but am assured by Sega 
Sports that it will be a worthy, sister opus. Containing all 
of the same, key ingredients as the console version, WSB 
‘98 for the PC will also feature some extra elements for the 
more demanding, computer player. 

For one, you will be able to call up minor leaguers, from 
the farm, to fill spots on your roster. Now, if one of your 
players isn't cuttin’ it, bench him and inject some new 
blood. Also, the PC version will include deeper stat track- 
ing, network play and a souped-up instant replay. With the 
addition of the Diamond Backs and Devil rays, you will 
also be allowed to edit and draft your own expansion 
teams. 

One of the coolest features to be available is the ability 
to download player stats from the internet. With the abili- 
ty to constantly update statistics, WSB '98 will able to 
renew itself with each, passing season. Not too shabby. 

As with Manx TT, you will have the option of customiz- 
ing your game, from resolution to language. This is one 
WSB that you won't want to miss. 


SYSTEM REQUIREMENTS: 


Ру: Pentium, 90Mhz 


SVGA, 256 colors ; 
3: Win95 Game Pad, Joystick, Keyboard 


SB SEGAPC 


WORLDWIDE SOCCER 
CHAMPIONSHIP EDITION 


One of the finest soccer titles ever, Worldwide Soccer 
Championship Edition, will be available for PC owners, 
come July. Cobi Jones, MLS extraordinaire, lends his 
likeness to what Sega hopes will become a franchise 
with a long and glorious history. 

Sega Sports’ goal of releasing quality PC titles with 
arcade playability looks as though it is well within reach, 
with this title. WSCE has 48 international teams to 
choose from, as well as five modes of play, from exhibi- 
tion to tournament. Stat heads will be pleased to learn 
that there is statistical tracking in 25 categories, so now 
you'll know just how well your guys are doing. You will 
also have the option of customizing your team with an 
edit feature. All of the players are motion captured poly- 
gons and the user will have the ability to view instant 
replay from four different camera angles, covering all 
360 degrees. 

The PC version will allow for up to four players, via 
LAN, modem, Internet and serial link. A user friendly 
interface and the option to customize the game for opti- 
mal performance, on your computer, will also make 
playing much more enjoyable. 


SYSTEM REQUIREMENTS: 


$: Windows 95 
;PU: Pentium, 90Mhz 
8 MB 
SVGA, 256 colors 
Pals: Win95 Game Pad, Joystick, Keyboard 


Developer: Sega Sports 


Publisher: Sega of America 
Number of Players: 1-2 
Available: October 


It's still early, but this game is shaping 
up to be a doozy! Not slated for release 
until October of this year, NBA Action '98 
is another example of Sega Sports’ dili- 
gent attempt to pull itself out of virtual 
extinction and reassert itself as an indus- 
try leader. 

This NBA Action features motion cap- 
tured, polygon players. The graphics are 
still in need of a touch-up (something that 
they are currently in the process of 
doing), but the smooth motion capture 
and nifty array of dunks and ball-handler 
moves more than make up for it. Also, 
the ever important gameplay is at a level 
now where it can compete with the likes 
of Live and Shoot Out. 

Opting to go a different route, NBA 
Action relies on NBA scouts to provide 
them with accurate ratings for all of the 
NBA's players (1 was beginning to think 
STATS Inc. were taking over). These rat- 
ings are broken down into twenty cate- 
gories, allowing for some detailed 
assessment in player abilities. 

Not to be outdone (but far from going 
the extra mile) NBA Action also contains 
the basic compliment of features that can 
be found in all basketball sims. While 
some superstars are noticeably absent (a 
mere technicality when considering 
Action’s create-a-player mode), you will 
still be able to play all of your favorite 
teams with their current rosters. Also, 
you can choose from any of the standard 
modes of play, like exhibition and play- 
offs, as well as track stats, make trades 
and even earn post-season awards. 

It is still too early to assess the Al of 
the game but it can be said that NBA 
Action will certainly be the primo choice 
of basketball sims on the Saturn. 
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MEM Available: Now 


1997 is seeing the build-up of some serious sports armament. EA has finally picked itself up and is, again, 
in full stride; Acclaim and VR Sports are getting bigger and holder; and Sega Sports has gone through a 
major overhaul in order to, once again, command respect and reclaim its system. Sony is no exception. With 
no less than six sports titles set to release in the fall and winter of 1997, Sony wants to throw what might 
be a knock-out punch to the competition. With the battle lines drawn and the factions readying for a rum- 
ble, only one thing remains certain: the consumer will score big time 


Sony boasts that MLB '98 will be the best 
baseball game ever made. I’m not sure | buy 
that (and neither should you, based on last 
years Pennant Race), but l'd love to see 
them try. Lord knows that there are only a 
couple of solid baseball titles even available. 

MLB '98 is pressing the fact that it will 
play a lot faster than other baseball sims, 
cutting down on load times and amping up 
the speed of the gameplay. This will be a 
nice change of pace for those of you out 
there that are frustrated by the sluggish play 
of other, 3D baseball games. 

On top of the standard compliment of 
game features and options, MLB '98 will 
join the select few to take the next step in Al 
and physics. Using a system called 
“Clubhouse Intelligence" MLB ‘98 team 
managers will act in much of the same way 
as their real life counterparts. Also, natural 
elements of the game, such as wind, alti- 
tude and playing surface will come into play 
when calculating the way the ball and play- 
ers move. Nice. 

It should also be of interest that there will 
be a whole new batch of player animations 
probably not seen before in other baseball 
games. In MLB '98, expect to see over-the- 
fence catches, throws from the knees, back 
hand stabs, and even homeplate collisions. 
Not necessary, but certainly welcome. 

MLB ‘98 will be available this July. 
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Developer: Konami Sports L 

Publisher: Konami 

Number of Players: 1-2 gsnpreviews 
Available: Now PlayStation 


In an attempt to keep up with the pack, 
Konami Sports is releasing Bottom Of the 
9th '97. While they claim that this version 
takes the original "to the next level," I'm 
left skeptical. 

The looks of the game, which bothered 
Some (not me) have changed little. The 
polygon characters are still cruder than in 
other baseball titles, but this early version 
still maintains the high level of fluidity that 
marked the player motions from the first 
game. There is slight improvement in the 
graphics. Added polygons in the pitchers 
and batters, make them look less like mar- 
ionettes and more like... well, better made 
marionettes. 

The pitcher/batter interface remains the 
same as its predecessor as do all of the 
button functions. Another feature held 
over from the original are the stamina 
bars, and it would appear that little has 
changed in the way of commentary. No 
attempts were made to clean up the clutter 
on the batter screen. 

What is new are a couple of small addi- 
tions in the way of three different game 
views: Impact, Pitcher and Batter. Also, 
you will notice that marquee players will be 
adorned with their true visages, texture- 


mapped onto their head. To top off the H „ЯМ McGwire — | 


game's extras are day and night games, j 


Stairs 


more stadiums and camera angles. As far EN 

as Al goes, no word yet as to whether they Scag) Gianbi —— 
have remedied the mistakes from the first 
version or enhanced the overall computer 
managing. Still noticeably missing is the 
MLB license; something that will assured- 
ly annoy most gamers out to find a good 
sim. Now you know why I’m skeptical. 
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“Golden Bear on 1, Golden Bear on 1, ready, 
BREAK!” EA has begun to feel that teen spirit, as they 
coordinate the card section, tune-up the marching 
band, and whip the mascots into shape in preparation 
for their release of NCAA Football 98. For all of you 
fans of college pigskin, NCAA 98 is in full swing for 
Summer release. 

Its time to pick your dream university or alma 
mater, as you peruse through a selection of 112 
Division 1A schools. Attached to each of these 
schools is a customized playbook, courtesy of long 
time UCLA Bruin coach Terry Donahue; whether it’s 
Oklahoma’s wishbone offense, Florida’s air attack, or 
simply a West Coast offense you're looking for, you'll 
find it and more. NCAA includes 10 of the top confer- 
ences in the country, and each school boasts their very 
own rendered stadium. Although seems to be quite a 
"professional" sound to this game, it's only in the 
development, not the look and feel, because as 
Assistant Producer John Boerio explained, "It's entire- 
ly different than Madden is; it's got a different look, feel 
and speed to it. Totally different camera views, school 
affiliated chants, knee-high socks... we went with a 
totally different player model entirely, we even tried to 
get half-shirts." 

NCAA 98 will feature 20 great Bowl match-ups, 4 of 
which are exclusive to EA; Rose, Sugar, Orange and 
Fiesta. You'll even get a shot at the East/West Shrine 
Game, if you're so inclined. 35 hand-picked colleges 
even got their very own fight songs thrown into the 
game, a definite negative however, is that Cal's isn't 
one of them, yet Stanford's is, don't figure... In order 
to prepare yourself for next week's competition, EA 
has installed the Scout Mode, which looks at the Key 
Plays and Players in your upcoming match-up. 

If you're one that plans on building a tradition of 
excellence at your college of choice enter Dynasty 
Mode where you will play four consecutive seasons, a 
chance to put your boys on top of the stack. And you 
will know who has the bragging rights, because there's 
even a CNN/USA Today Coach's Poll of the Top 25, so 
no slackers here. To further enhance the experience of 
a genuine NCAA football coach, you'll now have the 
chance to go out and recruit new players from the 
Incoming Freshman file. Scan the country for the best 


Developer: Tiburon 
Publisher: Electronic Arts 
Number of Players: 1-8 

Available: August 
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Developer: 


Sony Interactive 


Publisher: SCEA 
Number of Players: 1-8 
Available: Fall PlayStation 


talent around, because you'll have to stay competi- 
tive at the 1A level. 

Need more modes and options? How about Rival 
Mode... if you’re playing USC for instance and you 
select this mode, you'll instantly be paired up against 
SC's most heated rival, which is really a toss-up 
between Notre Dame and UCLA if you ask me. Need 
another? What about Taunt Mode, where the team 
that does something worthy of a replay has sole con- 
trol over when and if the replay goes off... there's a 
little salt іп the wound for ya. As I’m sure you'll want 
to know, this is a very stat-intensive game as well, 
what's the point of playing sports games if there 
aren't any quality numbers to crunch? Well you have 
them, and to help you boost your numbers, you have 
the benefit of an EA college football exclusive: 
Practice Mode. You can run through your offensive 
plays with no D on the field, so you know when your 
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Tight End will make his cut, and to ensure that the 
flea-flicker really sells the run. If you have some 
holes in your secondary, set it up for a little defensive 
practice, and get your speed burners to take it long at 
your defense, you don’t want any red-faced corner- 
backs out there! 

We can hardly wait for the release of this game, 
developed by Tiburon Entertainment (Madden and 
NCAA Football series) we know the product will be 
quality. Look for our review in the next issue, and for 
the game to release on the Playstation and PC in 
August. 


It's probably not a good idea to encourage develop- 
ers to make college sports titles. | mean, don’t these 
kids have enough problems with pressure, megaloma- 
nia and totally screwed up values, as is? The last thing 
they really need is to be immortalized in a video game. 
Sure, the names have been changed, but come on; we 
all know who they are. 

This is not a pulpit to preach from, though, and 
bitching about ethics is hardly going to keep develop- 
ers from developing or customers from buying. And, 
when the titles just happen to be as good as this one, 
those lines tend to cloud. 

NCAA Gamebreaker was actually a better game than 
its NFL counterpart. Cleaner graphics, tighter game- 
play and a bunch more teams made Gamebreakers a 
must play for football fans, even if you aren't a NCAA fan. 

The game doesn’t look as pretty, this time around, 
but that is an acceptable casualty with the conversion 
to polygons. The fluid player movement is intact and 
now players vary in size, comparable with their real-life 
counterparts. 

Gamebreakers will feature 111 Division 1-A teams 
as well as some of the great college teams from the 
past, including the 1988 Fighting Irish and the 1972 
Trojans. Also available will be a create a player mode, 
allowing you to pretend that you were actually a par- 
ticipant on your alma mater's squad instead of passed 
out on the fraternity couch, covered in Dominos pizza 
boxes. 

NCAA Gamebreakers '98 will be hitting a PlayStation 
near you this fall. 
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. Sony Interactive Developer: Accolade 
Publi Gres did Publisher: Accolade 
Number of Players: 1-8 — ^ — — Number of Players: 1-2 
Playstation ШТЕТЕ September Playstation Available: August 


Accolade spices things up with a football title of their 
own. NFL Legends Football '98 will use the game of 
modern day football with three other eras in our 
pigskin past: 1932, 1950, 1968. Using a new, 3D 
engine, play as one of eighty teams from the past or 
present. Each era has its own set of rules and regula- 
tions, as well roster sizes. You can either play a game 
season, ог career in on of the four time periods, or you 
can mix it up and match-up teams from different eras. 

Stat-heads will be happy to know that there is com- 
prehensive stat tracking for single games, seasons and 
careers. If you would rather forego the sim part, you 
can opt to play an arcade style game. 

One of the best options that will be featured in 
Legends is the ability to edit your own playbook. With 
an easy-to-use tool, you can set up your own playbook, 
with your own plays. PC owners will be thrilled-to know 
that NFL Legends Football '98 will also be available for 
the PC, come August. 


True 3D. We're talking about polygon players, polygon 
stadiums; even polygon refs and cameramen. NFL 
GameDay '98 will be the first true 3D, fully polygonal, 
football game on the market. This is the big selling point 
on this year's version of NFL Gameday. 

Sony Sports has done quite a bit of work on this title to 
make sure that it was up to snuff for the start of the '97 
football season. With a new engine redefining the look of 
the game, NFL GameDay '98 has also added some new 
sound and commentary. Crowd swells, more stadium 
noises and a more sophisticated announcer (who calls 
player names and yardage, now) will give the game a 
much more, authentic, feel. 

This year's version will be more stat-intensive, have a 
draft mode, three playing styles and season ending 
injuries. To increase realism, there has also been the addi- 
tion of multiple playing conditions, as well as a beefier 
playbook, featuring 500 NFL offensive and defensive plays. 

Available in September, it will be interesting to see how 
NFL GameDay '98 stacks up against the competition. 
Possible strong showings from Madden and NFL 
Quarterback Club could make things tough. 
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Developer: Sony Interactive = 
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Number of Players: 1-8 

Available: October '97 Playstation 


October means two things: The start of 
hockey season and the release of Sony’s 
third installment of the stellar NHL Face-Off 
series. 

Completing the hat trick, NHL Face-Off '98 
picks up where last year’s title left off, 
exhibiting expert Al and sweet playability. 
Noticeably different, though, will be the 
graphics. The flat, uninspired sprites have 
been put out to pasture and replaced by 
slick, polygon players. 

While the graphics are the most obvious 
improvement, Face-Off '98 has some less 
noticeable, but equally important, other addi- 
tions. This year you will be able to adjust the 
style of offense and defense your team plays. 
Fore checking,The Trap and the Break Out 
are just a few of the systems you can employ 
to best your opponent. Even alternate 
between the European and North American 
styles of controlled passing, or Dump and 
Chase. 
Those who felt that Face-Off was lagging [15153 
in stat tracking needn't worry any longer. e 
This time out, Face-Off has more stats than R 9 > 
you can shake a goalie stick at. Not only can ` 
you track the stats of all of the teams and 
р 
е 


ayers (in just about every conceivable cat- 
gory), but you can now track user stats. 
ice. 
This year’s version of NHL Face-Off will 
see the return of fighting. Watch your 3-D 
Messiers and Domis square off against fel- 
low goons like McSorley and Samuelsson. 
Hell, with create a player, throw the Hansens 
and Ogie Ogelthorpe into the mix. It's all pos- 
sible in Face-Off '98. 

Other little tidbits are injuries (that can be 
a season long!) new sound effects; and 
interactive benches, which allow you to 
check guys right over, and out of play. NHL 
Face-Off '98 has all of the key ingredients of 
a super sequel. 
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PlayStation Available: 


Developer: Acclaim 
Publisher: Acclaim 
Number of Players: 1-8 


This should definitely interest you if you are a hock- 
ey fan. Acclaim, one of the up-and-comers in the 
sporting arena, are taking a crack at making a hockey 
title. NHL Breakaway '98 is the name, and it looks to 
be a helluva game. 

The version | was able to test out was still in its 
fledgling stage, so | wasn't able to give it a thorough 
working, but | can tell you this: This game looks to siz- 
zle. With graphics that rival NHL Powerplay and some 
playability reminiscent of Face-Off, Acclaim may grab 
à big piece of the ol' pie, come this winter. 

Breakaway has all of the standard meat and pota- 
toes, like licenses, all 26 teams and the '97 season 
stats, from STATS Inc.. You will be able to perform 
familiar functions such as create and trade players and 
enter the standard modes of play, like shoot-out, sea- 
son and exhibition. The game also boasts icon pass- 
ing, variable player size, momentum based checking 
and non-stickhandler control. 

The big challenge, which has yet to be seen, is 
whether or not the Al advancements that Acclaim are 
working on actually have a profound effect on the 
game. NHL Breakaway '98 will contain sophisticated 
manager Al and an in-depth playbook which will 
(hopefully) translate into the most realistic hockey sim 
out there. Breakaway's teams will play like their real- 
life counterparts, with the Devils working the trap, and 
the Flyers doing a lot of forechecking. Also, teams 
known for physical play will play rough, while com- 
puter managers will put in goons to protect its stars if 
you are constantly head-hunting. 

The other advancement that will float this game is 
the addition of the TTMS- Total Team management 
System. What this will do is award points to a player 
for his team's good play. With these points, you can 
improve your coaching staff, player development and 
even help along injury therapy. If done right, this ele- 
ment of role playing will greatly enhance Breakaway's 
overall playability. 

NHL Breakaway '98 will be available August, and I'll 
have a full report on how all of these elements give the 
game what it needs to be the new, big kid on the block. 


Developer: — VR Sports 
Publisher: Interplay  _ 
Number of Players: 1-8 — 

Playstation Available: 1998 


The second in-house project for VR Sports, VR 
Hockey, could be another potential hit for the fledg- 
ling sports developer. 

Like its competitors, VR Hockey will feature the 
standard innards, like both licenses, all the pro 
teams and play modes, as well as Create Player and 
Trade Player options. The game will be fully 3D and 
have “On the Fly” commentary. Stat-heads will be 
relieved that there will be full season stat tracking, 
all-time user records and in-depth ratings for the 
players. The game will also support eight player 
multi-tap, and include realistic features such as 
season-ending injuries and rink conditions. 

What will separate VR Hockey from the rest of 
the pack is a unique Descent style of play. If you 
choose, you can play a game from the first person 
perspective and it will have the same look and feel 
as the popular Interplay game, Descent (that is, 
without the z-axis mobility). This has been attempt- 
ed before by other games, such as QB Attack, NFL 
Full Contact and NHL All-Star Hockey, and it has 
failed miserably each time. Hopefully VR Sports 
will have found a way to make this a playable view. 
Maybe they used a Flux-Capacitor. 

VR Hockey will be available for the PlayStation in 
the beginning of 1998. 
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POWERPLAY '98 


Developer: Virgin 

Publisher: Virgin 

Number of Players: 1-8 
OAS Available: Fall 


As | write this, the '97 playoffs draw to a close. 
With the final four teams battling to gain Lord 
Stanley’s favor, | am left yearning for the new batch 
of hockey sims. Last year, the gaming public was 
stunned by the release of Virgin's NHL Powerplay. 
With some juicy graphics and brain busting Al, 
Powerplay catapulted to the top of the heap. 

What can you expect from this year’s version? A 
lot of the same wholesome, hockey goodness that 
made up the meat and potatoes of the original. 
Slick 3D graphics with some super-cool polygon 
players and stylish hockey sound. You will also find 
the same, competitive computer Al that stone- 
walled you last year. 
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NHL Powerplay '98 will have goalies that emulate 
the styles of their real life counterparts. Whether he’s a 
stand-up ‘tender like Roy, or a butterfly proponent, like 
Vanbiesbrouck, he'll protect his virtual-net appropri- 
ately. There will also be a difference in goalie aggres- 
siveness, with some ‘tenders coming out of the net, 
while others stay close to home. 

Computer owners should be thrilled to know that 
Powerplay will also be launching on PC. The unbeliev- 
able play that highlights the console version will high- 
light the PC version, as well. 

The one problem with last years NHL Powerplay 
was its omission of stat-tracking. Some may not care 
about that, but it made the game virtually un-playable, 
for me. Luckily, this year’s version will have full stat- 
tracking for the season. With the inclusion of this, NHL 
Powerplay '98 should be on the top of its game. 
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What’s CART, you ask? CART stands for 
Championship Auto Racing Teams, or more 
commonly, Indy Car racing. 

CART World Series (a working title only) is 
another in a growing line of Indy Car sims 
that have appeared on the 32-bit console. 
While most have been disappointing, at best, 
Sony hopes that this will all change with the 
release of this title. 

In an attempt to make this the most realis- 
tic of racing games, Sony has employed the 
elp of several professional drivers, including 
ast year’s CART champ, Jimmy Vasser. 
Paying close heed to what they had to say, 
and securing the proper licensing, CART 

orld Series looks to do just that. Feast on 
his: A dozen, actual circuit tracks, from 
places like Long Beach, Detroit and 
onterey. Real team drivers, like the afore- 
mentioned Vasser, Alex Zanardi and Bobby 
Rahal. Twenty, real CART teams and their 
sponsors. Not bad. 
The game will offer four perspectives: 
Road Cam, In Car Cam, First Person 
Removed and Helicopter Cam. You will also 
be forced to race in varying weather condi- 
ions, making you change your racing style in 
order to compensate for slick surfaces. The 
game can be played by one or two players 
and gives you the option to change difficulty 
evels, aS you see fit. Stat tracking is avail- 
able. 
Like other racing sims, CART World Series 
will allow you the option to modify you car, 
rom weight distribution and tire pressure, to 
ront and rear fins. Taking it an extra step, 
his title will contain realistic collisions, 
ased on the actual physics of such contact, 
as well as noticeable damage which can be 
inflicted to any part of the car, causing it to 
deteriorate with subsequent hits. 

The only question left is whether the 
playability is at a level where all of these fea- 
tures will make a difference. Look for CART 
World Series to hit the shelves this fall and a 
review in our next issue. 


Developer: Psygnosis m 
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Number of Players: 1-2 

Available: Fall Playstation 


Je А 
Eddie Irvine 
One of the most popular racing sims, ; 
Formula One has sold over one million 
copies, worldwide. Come this fall, 
Psygnosis will release the sequel, 
Formula One '97. Developed by Bizarre 


Creations, this updated version will fea- 
ture the same blend of arcade action and 


racing simulation that made the first such Select Team» 
a hit. Select Driver 

New features abound, in the '97 ver- Edit Driver 
Sion. All of the drivers racing in 1997, T 


along with their current statistics, will be сз med 


available. Also, there will be 17 circuits to 
race in either Arcade or Championship 
mode. The voice talents of veteran F1 
broadcasters, Murray Walker and John 
Watson are included for commentary. 

In-game options highlight Formula 
One '97. Steering and breaking assis- 
tance will be available as well as the 
inclusion of automatic and manual trans- 
mission. There will be random weather, 
each with different properties and effects 
on racing conditions. Computer oppo- 
nents each have distinct racing personal- 
ities that do affect the game. Besides the 
variations in driving style from careful 
and aggressive contestants, reaction 
based on driver rivalry will also come into 
play. This is all thanks to a sophisticated 
Al system that will be implemented in 
Formula One '97. 

Sound in Formula One '97 will support 
Dolby Surround and Q-Sound. Every 
noise, from the roar of the engines to the 
sound of the tires will be detectable. Also 
expect the same, realistic control and 
dynamic gameplay that defined the origi- 
nal. 

Formula One '97 will be available 3rd 
quarter of 1997. 
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EA will hit the circuit this year with the 
first ever NASCAR-licensed racing game. 
The immense popularity and excitement of 
Stock car racing sent EA scrambling for the 
rights and to capture names like Jeff 
Gordon, Terry Labonte, Ricky Craven, 
Rusty Wallace and John Andretti amongst 
others to round out the field’s top 24. 
NASCAR 98 will hit the shelves this 
September, unleashing some of the most 
incredible racing Al ever in any race game. 
As usual, EA incorporates all of the valu- 
able input and feedback they receive from 
the various drivers that participate in the 
game's development; the primary figure 
being Jeff Gordon this time around. 

The advanced AI is evident at every turn. 
For instance, drivers who traditionally drive 
better on roads versus super speedways 
will have better success on the road cours- 
es in the game. If you're driving as part o 
a team, the team will allow you to draft off 
of them just like they work it in real life, bu 
beware, because the competition is trained 
to learn your driving style and actually 
make adjustments to accommodate! 

Three different racing environments wil 
be available (Qualify, Exhibition, Career), 
and you'll have a choice between the actu- 
al tracks that NASCAR races on, or selec 
from a handful of fantasy tracks if you like. 
Each car will display 24 independent tex- 
tures for the very best color and visua 
detail. Driving lanes will be much wider 
than EA's racing predecessor, Andretti 
Racing, so much more in fact, that you 
may find 3 to 4 cars side by side at any 
given time during the race. EA looks to be 
in good position for the final lap. 
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Developer: 
Publisher: 


Stormfront Studios 
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Number of Players: 1-2 


Available: 


Fall 
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Developer: ... UEP 


Available: November Playstation 


Getting tired of all of the standard sport- 
ing fare? Here's a little something for what 
ails you: An intense, over-the-top snow- 
boarding extravaganza, sure to leave you 
hooting and hollering. That's right, it's 
Cool Boarders 2. 

UEP came out of game development 
obscurity, last year, with its maiden pro- 
ject, Cool Boarders. A snowboarding rac- 
ing game, Cool Boarders had only one 
problem: depth. Not this time. 

For all of you out there that complained 

that there were only five tracks in the orig- 

RECORDA = inal: now there are 16. Did you feel that 

кН 1007 > there weren't enough tricks that you could 

p do? Well, this time around there are forty 

more. How about boards; did you think 

there weren’t enough boards? Expect to 

see many more boards in Соо! Boarders 2 
as well as an option to create your own! 

But wait, there’s more! Those crazy cats 
at UEP have seen fit to add eight new 
music tracks, two play perspectives, ten 
different characters and five play modes. 
Did | mention that in this version you can 
also race two player? | probably should. 

You can shred your way into Warren 
Miller bliss this November. 
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One of the few sports titles to launch on 
PlayStation, Saturn and PC at the same time, Major 
League Soccer is one game to watch out for. 

Although the maiden opus in what BMG hopes to 
be a successful franchise, MLS isn't as green as it 
would seem. The team working on MLS is partially 
made up of veteran sports developers from EA 
Sports. Already experienced in the ferocious genre 
of sporting games, having been involved with the 
development of Madden, these boys aren't settling 
for baby steps. 

Obviously, Major League Soccer is the first game 
to get the license for the fledgling American MLS. 
Although not as high profile as the other four, pro 
Sports, and no where near the size of FIFA, BMG is 
confident that there is a hunger amongst soccer 
fans to play a game licensed to the MLS. This is the 
US's soccer. 

Feeling that more is necessary in a soccer game 
that what is already available in other soccer titles, 
MLS will attempt to add much more in the way o 
intense gameplay and intuitive Al. Factor in the 
developers inclusion of more and specific maneu- 
vers on the parts of the players, as well as actua 
likenesses texture-mapped onto the player heads, 
and you are looking at what could be a revolution- 
ary soccer sim. 

At the time of this preview though, we still didn’ 
have a playable version of Major League Soccer, so 
we remain unsure as to the ultimate playability o 
the title. 


Developer: Z-Axis 
Publisher: BMG Interactive 
Number of Players: 1-2 

ALL Available: September 
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Developer: Iguana 
Publisher: Acclaim + S 
Number of Players: 1-8 b 


Available: August NINTENDO ^ 


NFL QUARTERBACK 
CLUB '98 


One franchise that has slowly been 
building steam is  Acclaim's NFL 
Quarterback Club. To be available on 
PlayStation, Saturn and DOS CD-ROM, 
QBC '98 hopes that, this year, they will 
have enough firepower to dethrone 
Madden and leave NFL Gameday in the 
dust. 

It's still too early to make any predic- 
tions, but QBC '98, which will be available 
this August, does show promise. 
Employing the help of Marv Albert for 
play-by-play (see page 100 for more on 
how that's going!); Adrian Murrel, of the 
Jets, for motion capture; and Brett Favre 
for his pretty face and bankability, QBC is 
pullin' all of the stops. 

It is needless to go into listing all of the 
features that this game contains, because 
they are standard to all football games. For 
the most part, this game's options are no 
different from Madden's or Gamedays, 
and you'll find no major differences in stat 
depth or tracking (and surprise, STATS 
Inc. is involved!). The only features that 
QBC '98 will have that sets it apart are the 
ability for you to script plays for the open- 
ing drive of a game, manage a salary cap 
and injuries that will affect a player's rating 
for up to an entire season, based on the 
seriousness of the malady. 

While the addition of the former fea- 
tures will slightly enhance QBC's season 
mode, it won't catapult the game into the 
stratosphere, which is where they need to 
be to really compete with the other two. 
Graphics and playability are what will 
decide if QBC can oust the competition. | 
can tell you that the graphics are excellent, 
but the game control still doesn't match 
the level of Madden. This difference is 
slight, however, and a lot can change 
between now and the release date. 
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LA RUSSA BASEBALL 


Among all the graphics-intensive PC baseball fran- 
chises, LaRussa Baseball has been the most statistical- 
ly ambitious of the crop. Originally released as Tony 
LaRussa Ultimate Baseball, editions have been pub- 
lished by SSI, EA Sports, Stormfront itself and now 
Maxis. 

Don Daglow, founder and honcho at Stormfront 
Studios has a pedigree in baseball simulations 
unmatched in the industry, having produced World 
Series Baseball for Mattel's Intellivision in the early 80s, 
Earl Weaver Baseball for EA in the late 80s and the cur- 
rent LaRussa series in the early 90s. Daglow and his 
team are baseball fanatics and stat freaks who have 
incorporated some of the most outrageous features in 
the history of sports sims. 

A new version wasn’t released last year—just an 
update disk—because Stormfront felt that it wasn't a 
significant enough breakthrough. So, instead, the 
development team saved up all those cool features for 
the forthcoming LaRussa 4, a game so statistically 
detailed that it employs stats on individual batters vs. 
individual pitchers (when available). 

According to Daglow, improvements on this new ver- 
sion include: “Infinite camera angles and full 3-D stadi- 
um environments. And I’m having a ball with the 
instant replay. That’s the dominant change. Lots of 
games offer infinite camera angles—which are all fine, 
but try to watch the ball! 

n some sports games, it’s very hard to follow the 
ball, despite all their 3-D power. Now the way our team 
did it, they implemented it so that you choose what 
you're seeing, where your attention is focused, and 
from what vantage point it’s focused. As a result, you 
really have the ability to view the action from any point 
in the stadium, but you don’t have those periods when 
the play is going on off-screen. 

“That particular part of the game was done by a guy 
named Mike Dufort, who was part of Access Software's 
Links and Links LS team for many years. He just joined 
us this year. He worked with Hudson and the rest of the 
gang on that one and did a really nice job. 

"We've also enhanced some of the head-to-head stat 
stuff [including the hitter vs. pitcher feature]. LaRussa 
4includes '96 stats and spring '97 rosters as well as fall 
'96 rosters. 
The player sprites, while not technically 3-D, are actu- 
ally based on video of real pro players. But we did them 


PC CD ROM 


in such a way that while specialists in the industry will 
realize that these are not 3-D characters, if you just look at 
it, the rotations are so smooth that it works. The 3-D envi- 
ronment rules—it determines how the sprites are present- 
ed, and it is always appropriate and smooth in the transi- 
tion." 

When LaRussa 4 finally slides home, it's apt to present 
other franchises with a daunting challenge from both the 
graphic and statistical ends of the equation. 


SYSTEM 
0$: Windows 95 


Minimum CPU: Pentium, 100Mhz 
Memory: 16 MB 


Graphics: Direct X Compatihle Video Card 
Peripherals: Direct X Compatible Sound Card, — — 
Double Speed CD Sound Drive, Microsoft 100% 
Compatible, 20 MB Hard Drive 


PC CD ROM 
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HARDBALL 6 


Hardball is the longest-running of the current electronic 
baseball franchises. So far, it has kept pace with the 
hottest-looking baseball sims while still maintaining its sta- 
tistical integrity. The previous edition sold over a quarter 
million copies, making it the number one selling PC base- 
ball sim, and with all the attractive new features promised 
for this forthcoming edition, Hardball hardcores have been 
Salivating in expectation of its arrival. 

“We wanted to make sure that the release of Hardball 6 
was just as successful [as Hardball 5]," attested Jim 
Barnett, president and CEO at Accolade, “so we asked the 
consumers what they most wanted to see in the next ver- 
sion of Hardball, the answers—3D world, an MLB license 
and even better gameplay!" 

Like the upcoming LaRussa Baseball (see review else- 
where), HB6 boasts fully 3D modeled stadiums with a 
mean motor scooter of an engine that allows unlimited 
POVs without any diminution of gameplay. The 3D stadium 
is the Big New Thing in high-end baseball sims and, judg- 
ing by the advance screen shots and beta versions, HB6 
has done a first-rate job of constructing its 30+ modern 
and classic stadiums in all their three dimensional glory. 

The game also boasts 800+ polygon-based, motion cap- 
tured players (Accolade used motion-capture technology 
on actual Triple A ballplayers to make sure the modeling 
was accurate). 

Speaking of players, while Hardball 6 still maintains its 
license with the MLBPA (the Players' Association), it has 
finally made the plunge and inked a deal with Major League 
Baseball itself in order to use team names, logos, uniforms 
and most of its stadiums. This move has been a long time 
in coming and, obviously, Accolade should have done this 
years ago. Nonetheless, better late than never and the addi- 
tion of real teams and logos will tremendously enhance 
both the game's visual realism and its overall credibility. 

On the stat side, Accolade promises a pumped-up defen- 
sive model, hopefully including such vital factors as field- 
ing range and throwing strength and accuracy. A Custom 
League and Schedule Generator are included, along with 
such neat sim features as Consecutive Season Play and 
Lifetime Stat-Tracking. Player options include: full draft 
capability, minor leagues, free agents, trading, and a dis- 
abled list for injured players. Finally, in keeping with its 
state-of-the-art status, Hardball 6 will be playable via 
Network, Modem or null cable 

When baseball sims reach this level, which one any con- 
sumer prefers is almost exclusively a matter of personal 
taste. Is cherry vanilla ice cream better than peach ice 
cream? Depends on what you like. The same holds true for 
these hybrid action/stat games; their visuals, special fea- 
tures and statistical viability are all top flight, and Hardball 
6 is certainly destined to play at or near the top of any 
game fan's lineup. 


SYSTEM REQUIREMENTS: 


08: Windows 95 


Minimum CPU: Pentium, 133Mhz 
Memory: 18 MB RAM 
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he 1997 NBA Draft is clearly not as talent rich as in past years. The influx of 
underclassmen from both college, and most recently the high school ranks, 
has diminished the quality of the 

players available this year. Once 

again big men are in short supply. Hy ҮК | | [| 0 [| IN 


Perhaps only half a dozen centers 


will be chosen when all is said and done with the two round 59 pick draft. 
The positions which are stronger in the amount of talent available, would have to be the 
Small/Point Forwards and Off Guards; prospects are headed by Kentucky’s Ron Mercer, 
Utah's Keith Van Horn, Kentucky’s Derek Anderson and Mt.Zion Christian High School's 
Tracy McGrady. With the recent success of Kevin Garnett, Kobe Bryant, and Jermaine 
O'Neal, it will be interesting to see how high an NBA squad is willing to gamble that 
McGrady will be another young phenom. The Point Guard position has to be one of the 
weakest positions along with this years Center's. Regardless, Stanford's Brevin Knight and 
Kansas's Jaque Vaughn figure to be Lottery picks. 

When coaches, scouts and draft experts are asked about this year's draft, it's usually sum- 
marized in this way: "There is one franchise player available, and after him, the talent pool 
drops considerably." Tim Duncan of Wake Forest is that player, the man with the weight of 
the world on his shoulders. Tim was the exception to the rule of college superstars who only 
spent 1-3 years at there respective schools. He stayed at Wake Forest all four years, and has 
become one of the most complete players to enter the NBA Draft in some time -- one of 
those "special" players that make an immediate impact. Duncan in all likelihood, will get a 
shot to play alongside one of the NBA's elite big men in the Admiral, which should prove to 


be one of the most feared frontcourt in the league. 
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NBA COMPARISON: 


HEIGHT. 
COLLEGE: 


NBA COMPARISON: 


HEIGHT. 
COLLEGE: 
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‘CONSIDERED А "TWEENER", and he may be better suited 
for Power Forward. Jason is strong, athletic and has 


good size. Lawson could have been a better offensive 


рро and 7 rebounds per game for his career. Jason is an 
excellent leaper and shot blocker, averaging 3 per game 
during his 4 years at Villanova. Jason's biggest strength 
is his low post play on both ends of the floor. He aver- 
aged an amazing 58.6% from the floor during his career, 
including over 60% the past two seasons. Over the 
course of his career, Jason has also improved his Free 
Throw shooting to a very respectable 75% this past sea- 
son. Jason has the potential to be a very good Power 
Forward. 


1996-97 Season: 
depending on team needs. Should have an excellent career с Fe FI% RBS ASTS PIS * 
in the NBA. 34 604 751 78 15 124 3.1 BLS 


‘RBS ASIS PIS * 
18 8 18825 


811 250 
ЮМА ST. 
JOHN SALLEY 


‘STARTED HIS CAREER AT SOUTH ALABAMA, and played only 


year at South Alabama. Kelvin is slender, but athletic and 
а quick center. He averaged 10.4 ppg and 8 rebounds per 
game, shooting 52.5% from the floor. Kelvin seems to fol- 
low the recent trend of big men who need to improve 


lanky body makes him an excellent shot blocker. Cato E 

averaged 4.2 per game this season. He has quick feet, м 

‘and a decent shot within 8 feet of the basket. Cato played 9 

well in the NCAA Tournament, and carried that momentum > 

into the post season Draft camps. He was named the MVP r1 

© 

. being one of the weakest in this years draft, Cato figures 2 

to be a high first round pick, with potential to be a good © 

NBA player, but he will have his share of growing pains. © 

1996-87 Season: a 
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1: io Went from unknown 
prep player, to All American Point Guard. Listed at 510, 
but is probably more like 5'8. 

A true floor general who із an exceptional ball handler, and 
flawless passer. Developed a nice outside shot in his 
career senior year averaging 40.8%, but overall Brevin is 
an inconsistent shooter. Quick hands and feet led Brevin to 
be a gnat to his opponents on defense, where he averaged 
2.8 steals per game for his career. Brevin's height will 
hurt him against the new breed of big NBA point guards 
Rike Gary Payton and Anfernee Hardaway. Never the less, 
Brevin is a fearless player who could develop into a good 
NBA point guard along the lines of Avery Johnson. 


(2051.2. 1071105, ami consistent play makers in 
the game. Jacque Vaughn was the backbone for Kansas 
during his four year tenure for the Jayhawks. Jacque 
has tremendous court vision, and is an excellent ball han- 
dier and distributor. Good medium range shooter who 
shot a very respectable 45.9% from the floor for his 
career, He improved his outside shot each season at 
Kansas, averaging 38.5% from 3 point land for his career. 
Aside trom his outside game, Jacque is not afraid to take 
the Бай to the hole, Although he is quick with the ball, 
Vaughn needs to improve his game on the defensive end, 
where he only averaged 1.3 steals per game for his 
career. Should be a good NBA point guard. 

1800-97 Season: 

8 Fem FIN MOS OASIS PTS 

28 427 778 24 82 102 1.838113 


L— 1.15.5... become one of the best point 
guards in the country. Daniels started his career at Bowling 
Green as a combo guard, mostly playing off guard. It wasn’t 
until his Junior year that Daniels took over the position of 
floor general for the Falcons full time. During that season, 
Antonio led the MAC Conference in assists with 5.9 per 
game, was sixth in steals with 1.8, and finished ninth in 
scoring, averaging 18 ppg. He had a double-doubie in all but 
one of his games. He really escalated his game his senior 
season becoming one of the best point guards in the country. 
Not only did he improve his point guard skills by averaging 
6.8 assists and 2.3 steals per game, but his scoring 
improved to 24 ppg. He Is quick, athletic and a very good 
outside shooter. Daniels could turn out to be a real gem in 
the NBA, who my crack the lottery with a good showing dur- 
ing the Chicago Pre-Draft camp. 

1908-87 Sawar 
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63 GHT 
COLORADO 

|- KERRY KITTLES 
ооа OF to attend Colorado. He 
was seen as a combo guard entering his freshman season. 
Ali that changed when Chauncy hit the floor, as he became 
the team's #1 scoring option, as well as the Buffalo's floor 
general. Chauncy is an excellent athelete and scorer. He is а 
great leaper which makes him an excellent rebounder for a 
guard and is very quick on both sides of the ball. Chancy is 
ап excellent Free Throw shooter, averaging 85.7% his two 
seasons at Colorado. He needs to reduce his turnovers and 
play with more control if he's going to make a successful 
transition to NBA point guard. He probably could have bene- 
fited from another year of college һай to hone his point 
guard skills, Regardless, Chauncy has tremendous potential, 
Which will make him a mid-first rounder, 
1998-97 Season: 
[4 Fw Fh RBS A998 PTS 
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ои: 1 Г and after his freshman 
year, he transferred to lowa, Andre is not the quickest 
point guard In this year's draft, but he is one of the most 
‘solid. He posses incredible strength for a point guard, han- 
dies the ball extremely well, and is a superb passer aver- 
aging 6 assists per game his Junior and Senior years. 
More importantly he brings two of the most important. 
traits an NBA point guard must have; consistency and sta- 
bility. One of the only knocks on Andre is the fact that he 
tends not shoot as much as he should, considering his 
range. He also needs to cut down his turnovers, where he 
averaged almost 4 per game this season. 

1988-97 Season 

в FEX Н% RBS А878 PIS 

92 458 749 27 60 202 14818 


65 BHT: 1 
KENTUCKY 
EDDIE JONES 


ji; Юа January, Anderson would be a 
lock for a lottery pick. Regardless he is one of the best 
shooting guard prospects in the draft. Probably the best 
athlete in this year's draft, Anderson has a multitude of 
skills to bring to an NBA team. Derek is a solid scorer and 
tremendous shooter with great range and averaged 40% 
from З point land this season. In addition, he is not afraid 
to take the ball to the basket and Is a great leaper who 

averaged 4 rebounds per game this season. He is also an 
excellent passer and runs the floor like a point guard. 

Derek plays both ends of the floor, as he is an exceptional 
defender with great quickness. Anderson is the prototypi- 
Cal NBA shooting guard, and his upside seems unlimited. 
"1868-87 Games 

8  HR& HX BS aS rS e 

18 500 780 4.05 35 177 1.88108 


64 200 
-— TEXAS TECH 
HERSEY HAWKINS 


nit coming off the bench for the. 
Cinderella '96 Texas Tech squad. Carr is a very good shooter with 
МВА range, but tends to run hold and cold. He needs to become 
more consistent. Is іп excellent condition and has an NBA body. He 
‘shot 38% from long range and 43% overall from the floor his 
sophomore and junior seasons for the Red Raiders. 15 a good free 
throw shooter, averaging 78% the past two seasons. Is an 
extremely quick player who needs to play with more control on the 
next level. He averaged an unimpressive 3.5 turnovers per game 
this season. Averaged 2.9 assists per game this past season, but 
tends to think shot first. Needs to be a more unselfish player in the 
wide, open court game of the NBA. Cory also needs to improve on 
his defense, as he has concentrated mainly on improving his offen- 
sive skills the past two seasons. Carr is an emotional player who 
probably could benefit from another year of the college game to 
iron out these skills. Carr is most likely going to need some time to 
develop, but has the skills and athleticism to be a good NBA off 
guard. He has not ruled out returning to Texas Tech for his senior 
‘season, but with the Red Raiders recent troubles with the NCAA, 
Carr is most likely going to remain in the NBA Draft, unless he 
takes a major Гай into the second round. 

1996-87 Season: 

G FEN П% RBS ASTS PTS 

28 427 792 46 29 231 375MN 


HEIGHT: 64 — WEIGHT: 205 
COLLEGE: TULSA 
NBA COMPARISON: DOUG CHRISTIE 


quickly brought the school into national 
prominence. He has remained one of the country's best two 
guards throughout his four year career. Seals is a scorer, 
who has the ability to kill a team from long range when he is 
hot. However is an extremely streaky shooter who can also 
get cold rather quickly. One of the major knocks on Shea is 
the fact that he tends to stay on the perimeter too much, and 
does not take the ball to the basket enough. Regardless, Shea 
has shown good rebounding skills averaging 6'3 per game for 
his career. He is a decent ball handler and passer. Shea has 
Shown the ability to take the ball up the floor and get others 
involved, but needs to improve these skills on the next level. 
He is also a tenacious defender who has good quickness. Shea 
should be a good NBA two guard off the bench. 


1080-87 Soera: 
& FEN H4 MS ANS PTS 
за 394 648 59 29 207 TULSAS #1 SCORER 


200 
TEXAS 


64 200 
LONG BEACH ST. 
MARIO ELIE 


0-00 5 7 Throughout his career to be a 
solid NBA prospect. Not the quickest off guard, James 
more than makes up for it in his ability to score. James is 
an excellent shooter with NBA range. He averaged 37% 
from long range for his career, and 44% overall from the 
floor. He is an excellent Free Throw shooter, averaging 
80% for his career. Aside from his shooting ability James 
has no problems taking the bail to the basket. Although he 
does not possess the best leaping ability, James is not 
afraid to mix it up in the paint for a rebound, averaging 5 
per game his senior year. ЇЇ he can improve his һай han- 
tiling and passing, James will have a solid NBA career. 
1898-97 Season: 

6 6% F% RBS ASTS PTS 

27 439 833 50 3 235 359MN 


HEIGHT: 64 WEIGHT: 188 


fast summer to star for the U.S. 
22 and under squad who faced the Dream Team. Anthony 
is an excellent scorer and long range shooter. Anthony 
has shown the ability to be a multi- dimensional player, 
who can score, rebound, distribute and defend. A good 
leaper and rebounder, he averaged 5.7 per game for his 
career at Bradley. He needs to become more consistent 
from long range in the NBA, as he averaged only 29% 
from 3 point land as a senior. Anthony figures to be a late 
first round pick. 
1896-87 Season: МА 


28 578 856 18 8 18.8 2.5 ВИМ 


ait Rice High School in 
New York City. An tremendous scorer, Freeman led the 
Southwest Conference in scoring in the league's final sea- 
son last year, averaging 22.4 ppg. Reggie has carried his 
Texas team the past three seasons, improving his shooting 
each season. He is a tremendous scorer, who can knock 
down the long range jumper, or use his quickness and 
leaping ability to slash to the goal. His leaping ability 
makes Reggie an excellent rebounding guard. He averaged 
7.1 rebounds per game the past two seasons. Reggie 
tends to be a streaky shooter, and needs to become more 
consistent. He also needs to decrease his turnovers. 
Reggie has the ability to be a solid guard coming off the 
bench in the NBA. 

1980-97 Season: 
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THIS PITINO RECRUIT is опе of the most complete all around 
forwards to enter the NBA Draft in many years. Mercer 
came to Kentucky as the #1 Prep player in the country in 


HAS BEEN THE TALK OF HIGH SCHOOL and college basketball since he 
was just 15. Thomas considered and was deemed capable of entering 
the NBA Draft out of high school last year and would have been a high 
lottery pick. Thomas elected put the NBA on hold and attend Villanova 
after a exhausting recruiting season. Thomas Immediately lived up to 
‘the hype at Villanova, averaging 16.9 ppg, 6.0 rebounds, shooting 
45% from the floor and 33% from long range. He also showed һе is a 
good defensive player, using his long arms and leaping ability to block 
а shot a game. The best term to describe Thomas is "versatile". He 
also has tremendous quickness and hands for a big man, averaging 
1.8 steals and 2.1 assists per game. Thomas is one of the few play- 


against Syracuse, Mercer scored 20 points. Mercer really | 
See are neret a 


stroke the medium and long range jumper, or beat his 
defender off the dribble and take the ball to the basket. He 
averaged 18 ppg and 5.3 rebounds this season, shooting 
49% from the floor and 35% from long range. His offensive 
‘game was not the only thing that improved this season. 
Mercer also stepped it up on the defensive end as well, 


NBA. inexperience against top competition and trying to do too much 
are the only knocks on Thomas, who appears destined for greatness 
at the next level. 

1996-97 Season: 
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32 450 798 63 2. 18.8 STARTED 31/32 GMS 


only are called upon to score, but also bring the ball up the 
floor and lead the offense. Mercer will be a Superstar in 


69 240 
UTAH 
TOM CHAMBERS 


LIKE MERCER, VAN HORN HAS A COMPLETE well rounded game coming 
into the league. Keith has the versatility and fearless attitude to play 
power forward in the NBA, but will probably be better suited at the — 
Small Forward position. Van Horn is a great shooter who can also 
1 ARI post up in the paint and has the quickness for his size to drive to 
the basket like a guard. Van Horn finished an amazing career at Utah 
SEEN AS SOMEWHAT OF AN UNDERAGHIEVER, Honeycutt quieted all his which saw him average 20.8 ppg, 8.8 rebounds while shooting 52% 


critics his senior season, and showed the versatility which ted him from the field and 40% from 3 point range. His long, lanky body 
to be one of the top Prep Players in 1993. Honeycutt elevated his makes Van Horn an excellent low post player and rebounder, 
game his senior year to hecome a deadly shooter from the outside Although known primarily for his offensive skills, Van Horns 1.0 


for a big man. Seen primarily as an player with a decent medi- blocks per game for his career show he is also a force on the 
d ne defensive end of the ball. He is an outstanding Free Throw shooter, 
averaging 85% for his career. Keith needs to improve his ball han- 
dling if he is going to be a “3” in the NBA, but it does not pose a 
major problem for the multi-dimensional player. Van Horn has all the 
seis ta fio a spocial player: in the NBA. 


defensive player, averaging 3.4 assists and 1.9 steals during his | | e` ASIS PIS * 
four years. Jerald is a multidimensional player who should continue EN у Ws. 14 220 41 PTS CAREER HI 
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66 WEIGHT: 2°") 
CAL STATE-BAKERSHIELD 
JAYSON WILLIAMS 
STARTED HIS COLLEGE CAREER AT UNLV as a highly touted, but troubled 


player. Kebu was academically ineligible his first season at UNIV and 
fought to stay eligible the two seasons he played for the Runnin 


ONE OF THE MOST CONSISTENT PLAYERS in college basketball. Not a 
very heralded player coming out of high school, Austin traveled 
3,000 miles trom his native California to attend Providence. Austin 
improved each year with the Friars, going from 4.6 ppg as a fresh- 
man, to 10.2 as a sophomore, and finishing with 15.3 and 17.9 his 
Junior and senior seasons. An excellent shooter with NBA range, 
Austin averaged 44% from the floor and 34% from long range for 


culties, Кери left UNLV for Division il Cal State Bakersfield. Kebu con- 
tinued his domination while at Bakersfield, and threw his name in the 
hat for last years NBA Draft. NBA scouts did not see Kebu as more 
than a late second rounder, so he felt he had no choice but to return 
to Bakersfield for his senior season. It payed off, as Kehu was 

him somewhere in the 20's in the draft. 

1936-97 Season: 

G 6% FI% RBS ASIS PIS ” 

98.8 75 15 179 ЗУТ REG SEASON (One of the NBAS ), being 

named the Tournament MVP. Kebu has played himself into a potential 


RBS ASTS PIS * 
573 712 134 5 215 1.08185 


EMERGED AS ONE OF THE BEST FORWARDS in college basketball during 
his 3 year tenure at Cincinnati. He averaged 18.8 ppg and 8.7 MT. ZION HS 
rehounds per game, while shooting 56% from the field for his career. 


Danny is a decent Free Throw shooter for a big forward averaging 
74% during his three years as a Bearcat. Not a great leaper, Danny 
relies on a physical game to get his points and rebounds. A decent 
mid range jumper. He needs improve his quickness on defense, as he 
tends to get beaten by his opponents. Fortson is a strong, wide-hod- 
led post player who is seen as a "tweener" at the next level. Not 
having the typical height for a "4" or the outside game for a "3", 
Danny will have to distinguish his game on the court in the NBA. 
1996-97 Season: 

B F6 fF% RBS ASIS PIS 


33 620 772 9.3 11 21.3 LED TEAM IN 4 CATEGORIES 


ANOTHER "TWEENER who will need to distinguish himself on the 
next level. A solid performer during his 3 years in Ann Arbor, 
‘Taylor was the first option for the Wolverines after the heralded 
“Fab Five" had moved on. Maurice is a finesse player who has 
excellent post skills and a good medium range jumper with some 


potential for becoming a decent 3 point shooter. He averaged a 

31% from long range for his career, not bad for a power forward 
in college. He finished his career at Michigan averaging 12 ppg, 6 
rebounds per game, shot 49.7% from the floor. Maurice needs to 
be more physical and aggressive. His rebounding and scoring in 
the paint must improve at the next level. if Maurice takes these 

strides, he could become a good NBA forward. Will go in the mid- 
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ALTHOUGH MANY COMPARE MCGRADY TO KOBE BRYANT ef the LA. 
Lakers, | feel these comparisons are unjust. McGrady is MUCH 
rawer than Kobe was at this point, and will need more time to 
develop. McGrady plays with much less control, an does not have 
the range Kobe displayed this season. Tracy is more a scorer than 
a shooter right now, relying on driving to the basket for a monster 
dunk compared to an open jumper. Although he has shown the range 
the past two seasons, his shooting is too erratic and streaky. A 
good ball handler and excellent defender, Tracy does have great 
potential. Many NBA clubs and draft experts rank him higher than 
Bryant was last season, but 1 feel he needed a year of college expe- 
rience more than Kobe. With his ability, youth and potential to be a 
good Point Forward, coupled with the successful jumps from High 
‘School to the NBA by Kevin Garnett and Kobe Bryant the past two 
years, McGrady likely will not get out of the lottery. 

WA 
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NBA MOCK DRAFT 


1.San Antonio Spurs: Tim Duncan 
The prospect of a monstrous frontcourt may be too 
tempting to trade this pick away. 


2.Philadelphia 76ers: Keith Van Horn 
Might be the stabilizing force that brings unselfish- 
ness to the team. 


3.Boston Celtics: Ron Mercer 
Pitino will try everything to grab the #1, but would 
love to unite his 2 Cats. 


4.Vancouver Grizzlies: Tim Thomas 
Look for the Grizz to trade this pick for veteran 
help, but Thomas is the best at 

#4, 


5.Denver: Tony Battie 
Paired with McDyess and with 
Phonz’ future in limbo, this pick 
make for an explosive frontline. 


6.Boston (Dallas): Kelvin Cato 
No more matador D, shot blocker 
supreme is in the house. 


7.New Jersey:Adonal Foyle 
Why not another big man project 
to push Yinka around? 


8.Golden State: Tracy 

McGrady 

Kicking themselves for not picking Kobe, GS will 
take a shot at this Mullin replacement. 


9.Toronto: Chauncy Billups 
Isaiah also wants to trade for veteran leadership, 
but Chauncy gives them size at the point. 


10.Milwaukee: Brevin Knight 
The floor leader they need and scoring to make 
up for the soon to be traded Big Dog or Baker. 


11.Sacramento: Antonio Daniels 
No more mighty-mite PGs, go with some size. 


12.Indiana: Derek Anderson 
^We want a 6'7" scorer with athleticism", 
Larry Bird... 6'4” is close enough. 


13.Cleveland: Danny Fortson 
Will give Ty Hill some hep on the boards on this 
team of guards and small forwards. 


ROUND 


14.L.A. Clippers: Jason Lawson 
With big Stanley Roberts’ frequent flyer program with 
the IL, there’s help in the middle. 


15.Dallas (Minnesota): Jaque Vaughn 


PG with leadership to takeover when Nellie can’t. 


16.Cleveland (Phoenix): Jerald Honeycutt 
If Ferry’s gonna shoot 3s all day, Jerald will drive to 
the hoop. 


17.Orlando: Maurice Taylor 
Ho Grant just ain’t what he used to be. 


18.Portland: Cory Carr 
What's that ticking in Rider's locker? 


19.Detroit: Reggie Freeman 
Grandpa Joe can’t last much longer. 


20.Portland (Charlotte): Austin Croshere 
What's that ticking in Cliff's locker? 


21.New Jersey (L.A.Lakers): God Shammgod 
Calipari wants to see how many jokes he can make 
with Yinka, Adonal and God. 


22.Atlanta: Shea Seals 
Hoping this streaky SS will be on when their 
streaky SS isn’t. 


23.Seattle: Predrag Drobnjak 
Maybe this 7-footer can play more 
than 5 minutes a game, and he 
won't cost $7 million a year. 


24.Houston: Anthony 
Parker 
Drexler insurance. 


25.New York: Kebu Stewart 
Another rebounding thug who'll have to enroll in 
Staying on the Bench 101. 


26:Miami: James Cotton 
A physical swingman to throw at Riley nemesis -- MJ. 


27.Utah: Andre Woolridge 
Just in case the Chuckstet.-lands a'good one on 
Johnny S. 


28. Chicago: Charles O'Bannon 
Another guy the Bulls сап waive into the open arms 
of Jerry West. 


* 


LT 


Brett in the Long Distance competition at the Quarterback Challenge 


t all began in a local barbershop in Mississippi. 

Only in the Sth grade, Brett already had his eye 

on the sport of football. Back then it was the 
Pee Wee league, and at that moment he learned 
about patience as he sat there anxiously waiting 
for his father to finish his haircut. He was late for 
his first game, but someday he knew he would 
play in the NFL. 

Brett stayed with football and soon found himself 
committing to Southern Mississippi. He had 
signed his letter of intent late, so instead of getting 
the number he really wanted, #10, he got the only 
one that was left... #4; but graciously he accepted 
it, as well as his role on this 110 player team. The 
number didn’t bring him much luck at first, 
because on July 19, 1990, he was involved in a 
serious car accident that left 30 inches of his 
intestines severed, as his weight dropped from 226 
to 195 pounds. Some questioned whether he 
would ever play again. In September of that same 
year, he started against Alabama. 

When Brett was finishing up his college career, 
his dream of playing in the NFL was near. Scouts 
had him a lock in the first round, a consensus pro- 
jection. But it wasn’t until the 33rd pick of the 2nd 
round that Atlanta stepped up to take a risk 


on Brett. He never expected to last that long, 
because everyone told him it would be higher. 
But just like guys like Jerry Rice, virtual unknowns 
from small schools... they would soon know the 
name Favre. 

Last year he led his team to a Superbowl victory 
and achieved the MVP award as well; now every- 
one wants a piece of him. Women surrender their 
body parts just to get an autograph, but behind 
all the glamour and all the fame, it’s still the 
hard-working, small town boy that exists. He 
prefers the small confines of Green Bay, a town 
unspoiled by the big city glitz. Brett will always 
cherish Mississippi as his home, a place where he 
can get away and spend time with his wife and 
daughter. Unaffected by the newfound fame, 
Brett holds on to his ties, in an era where agents 
are out to gauge their clients, Brett’s client is an 
old friend; a father figure that cares for him as he 
would for his own son. 

Now that Brett has fulfilled his NFL dream, has 
won the Superbowl, has built a family that he 
generously provides for, and has victoriously over- 
come many obstacles in his life, he can now get 
down to some of the more important things in life 
like video games and golf. 
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Family is the only distraction he wants. 


GSN: What's your 
background with video games like? 


BF: We couldn't afford much 
when | was young, | had an Atari 
2600 and Intellivision, my 
favorite games | played were 
Asteroids and Space Invaders. 


"S "s И 


Wk M d. 
N VE ID 0 ! ٠ 
| GSN. How have you 
participated with Acclaim 


on Quarterback Club '98? 


BF: | had a hand in creating 
the playbook, crossed some 
out that didn’t work, and 
added a few that did. The 
playbook is pretty close (500 Ё Л 
plays) to the size of my real п basketball, everyone wants to be like 
one (1000 plays)... almost. Mike, but in football, it's Brett. 


= 
997 Footaction 
“toe Challenge 


April 8-13, 1997 


GSN. What do you think of 

Quarterback Club ‘98? 

BF: It’s cool. It looks like you're actually 
watching a real football game. 


GSN. Do you think it'll be hard for you guys 
to stay hungry now that you've won the 
Superbowl? 


BF: No not really, we actually have more of a 
desire to win now that we've actually done it. We 
felt we belonged in the Superbowl... we knew what 
we're capable of... we'll be ready for next year. 


GSN. What makes playing in Green Bay special? 


BF: Weather and fan support definitely, being that 
it's a small town makes it an attractive place to 
play... always a sellout. For a small town, Green 
Bay generates more support than any other city, 
Green Bay's always packed. 


use everyone told him he would 
rry Rice, virtual unknowns from 
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uld soon know the пате Favre.” 


GSN: What makes Coach 
Holmgren so successful? 


BF: He's real professional, like a 
businessman... plus he’s fair and 
he’s played the game before so he 
knows both sides. 


GSN: What's Reggie White mean 
to the team? 


BF: Reggie's the team leader on 
and off the field, [he] keeps the 
team focused and together. 


GSN: How do you think Coach 
Mariucci will do? 


BF: He'll do good, he's a good 
coach with lots of talent. | think 
he'll do a great job his first year. 


GSN. How do you feel about free 
agency, and losing guys like 
Rison and Howard? 


BF: Free agency is the nature of 
Sports, can't blame them, it's only 
fair that they get a chance to 
explore other opportunities. 
Robert Brooks is coming back, so 
Rison would've been the 4th 
receiver anyway. Howard had a 
career year last year, we'll have to 
see what he does this year. 


GSN. Who would you most like to 
play with at sometime in your NFL 
career? 


BF: Barry Sanders, Jerry Rice and 
Deion... that way | won't have to play 
against him. 


GSN: Who do you see as your 
oughest competition for next year? 


BF: Gotta go with Dallas and San 
Francisco, Jets as my sleeper... don't 
augh, they got a lot of talent! 


Throw for 
Bragging 


Rights 


Once a year, all of the NFL's 
best QBs gather for the presti- 
gious Quarterback Challenge — 
the truest test of a quarter- 
back's arm strength, accuracy, 
ability to throw on the run, and 
as well as ability to hit moving 
targets. This year the event was 
held in Disney's Wide World of 
Sports Complex in Orlando, 
where the sports celebrities lan- 
guished at the extravagant 
Grand Floridian, playing golf to 
their heart's content. As Brett 
put it, “I haven't thrown since 


the Pro Bowl. Some guys take 
it more seriously. but I’m just 
here to have fun, of course you 
want to win, but not that seri- 
ous. I'm mainly gonna play 
golf.” An estimated 5,000 peo- 
ple showed up including hun- 
dreds of Packer fans to root on 
their man. The 12 participants 


were: Steve Young, Brett Favre, 


Troy Aikman, Jeff Blake, Kerry 
Collins, Mark Brunell, Vinny 
Testaverde, Drew Bledsoe, Jim 
Harbaugh, Jeff George, Gus 
Frerotte, and last year’s winner 


Neil O'Donnell. Would Brett con- 
tinue his dominance in all NFL 
competition? Or would it be the 
America’s Team's very own Troy 
Aikman? The multi-talented 
Steve Young? How about a 
young gun like Collins? 
O'Donnell...? After all, never 
under estimate the heart of a 
champion. When the smoke 
Cleared at the end, four gruelling 
events later in the hot Florida 
sun... only one stood alone, and 
that man was none other than 
Vinny Testaverde. Yes, the Tampa 
Bay Buccaneer faithful had 
something to smile about on this 
day, as their man took the chal- 
lenge and the $65,000. Brett won 
two out of the four skills events 
and led the entire field in the final 
round, but it came to a climactic 
ending when Testaverde hit a 
moving target for 27 points on 
his last toss. The day was full of 
fun and smiles, cheering and 
booing, but all in good sports- 
manship. 

The NBC event will be broad- 


GSN. Are you on top of the moun- 
tain now, or are you still playing in 
the shadow of the 49ers and 
Cowboys? 


BF: We've arrived, but people still 
look at the 90s being the 49ers and 
Cowboys as the dominant teams, it's 
only fair, they've earned it. 


GSN. How long do you see yourself 
playing in the NFL? 


BF: | would hope to play another 
15 years, which means 8. 


GSN. Who do you think are some of 
the surprise QBs in this year's draft? 


BF: Eric Kresser from Marshall 
and... Chuck Clements from 
Houston, they're both like me — no 
one knows about them, and no one 
knew me. 


GSN: What's your favorite thing to 
do in your off-time? 


BF: Golf 


GSN. Handicap? 
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ONLY IN THE NFL 


with the unfolding of the 1997 NFL Draft’s first round; the 

day where the futures of franchises are often decided. 
Would there be a new Joe Montana selected this year? Would the 
1997 Draft introduce us to reincarnates of Walter Payton, Brett 
Favre, Barry Sanders, etc.? Or OJ Simpson for that matter? Let's 
hope for a negative on that last one. 

There to watch the draft unfold was the usual crowd of Jets fans 
with green paint consuming their beer-gutted bodies. The Jets 
originally held the #1 pick in this 1997 NFL Draft thanks to the 
worst record in 1996, a situation that has become all too familiar 
to poor old Leon Hess and his cronies in New York. After the Jets 
made their pick in 1996, we heard those face-painting Jets fans 
screaming, “Keyshawn Johnson, Keyshawn Johnson!” 

A year removed, we're now reading Keyshawn's slanderous new 
book detailing a season misspent with Rich Kotite's Jets entitled 
JUST GIVE ME THE DAMN BALL. The Jets fans think Bill Parcells 
will do far more than just give Keyshawn the ball. 


О: April 19th апа 20th, 30 young millionaires were made 


gamefan sports network 


-FA 


NENU SEN First Round 


ve pe , 


This year, those same 
beer-bellied face-painters, 
in unison, introduced us 
to a new chant. With a 
fresh sound of hope in 
their voices, the obnox- 
ious green ones screamed 
“Tuna! Tuna! Tuna!.” Is it 
just me, or do those Jets 
fans get more annoying 
by the year? At least they 
are an optimistic sort. 

They chanted “Tuna!” in 
approval of “Big Tuna’s” 
trading of quality (the #1 
pick) for quantity -- the #8 
overall and a bevy of mid- 
dle-rounders. Bill Parcells, 
the man of the “Big Tuna” 
alias, traded down from 
31 overall in order to 
replenish the Jets’ draft 
pick cupboard that New 
England G.M. BobkKraft so 
rudely raided in retribu- 
tion for Tuna's departure - 
- Beantown to the Big 
Apple. And his trusting 
green followers loved it, 
even though they had no 
idea who they would end 
up getting. In Tuna they 
trust. Then again, who 
else can they trust? 
Keyshawn? 

Did | say “Beantown to 
the Big Apple?" Didn't 
Babe Ruth make the same 
move? Whether Parcell's 
move from Boston to New 
York will infinitively recant 
Ruthian memories 
remains to be seen. One 
thing’s for sure, there’s a 
guy out in St. Louis that 
approves. That guy is 
Dick Vermeil, who landed 
the rights to this year’s #1 
overall in the process. 

That's right, Bill Parcells 
traded with Dick Vermeil, 
and, it is 1997. Even bet- 
ter, Mike Ditka, the new 
head coach of the New 
Orleans Saints, made a 
pick in the top 10 (Chris 
Naeole/OG/COL); of 
course, no one else would 
have drafted the guy 
Ditka picked until the sec- 


Draft Picks 


ond, that's Ігог 
Mike. 

So, here we are, it’s 
1997, and the old wil 
ring in the new. Wil 
these Geritol sucking 
coaches be able tc 
choose the correct younc 
men to rescue their strug: 
gling new franchises? 

Dick Vermeil thinks pan 
cakes are the key to hi: 
Rams' future. If Vermeil 
learned to appreci- 
ate anything during 
his stint with ABC's 
College Football 
program, it was the 
essence of the pan- 
cake. No, Mr. 
Vermeil didn't spend 
countless hours at 
the local IHOP hon- 
ing his skills as a sil- 
ver dollar connois- 
seur. The pancakes I 
refer to are the ones 
that Orlando Pace, 
the mammoth 
offensive tackle from 
Ohio State, can pro- 
vide; the sort that 
leave opposing 300- 
pounders on their 
backsides. Yes, I’m 
referring to pan- 
cake blocks. 

It has been 29 
years since an 
offensive tackle 
was taken #1 
overall. In 
1968, 6'6” and 275 
pounder, Ron Yary, went 
to the Los Angeles Rams 
Vermeil made sure the St. 
Louis version of the same 
Rams did it again in 1997 
by making the 6'7" anc 
338 pound Pace the #1 
overall selection in thi: 
year's draft. 

The 1997 NFL Draft 
‘Pace’ had been estab- 
lished. To the victors wil 
go the spoils. М/һс 
would those victors be? 
Read on! 


but, 


MN 1997 NFL Draft 


RAIDERS 


First Round 


St. Louis Rams 


ORLANDO РАСЕ OL 6'7” 338 Ibs. OHIO STATE 

The Rams moved up to get the 1996 Lombardi winner and top talent on 
most scouts' boards. Pace makes tremendous sense here. With a vested 
interest in Lawrence Phillips, why not try to make some holes? Phillips should 
behappy to run behind big Orlando; it has to be better than running from 
inmates with homosexual tendancies. Pace didn't allow a sack at Ohio State; 
that's a stat that may let Rams' QB Tony Banks, who fumbled a league lead- 
ing 21 times last season as a rookie, get some sleep at night. Pancake boy 
had the Rams' staff doing the moonwalk for the rest of the draft. They're still 
cabbage patching right now. 


FANTASY INSIGHTS FOR 1997 

With Vermeil in town and Pace up front, do not shy away from any of the 
Rams' position players in the upcoming season. Tony Banks and Lawrence 
Phillips should be good values this time around. With more time to throw 
downfield, Banks should encounter little difficulty in locating All-World 
Isaac Bruce (expect '95 numbers in '97) and sophomore counterpart Eddie 
Kennison 


2 Oakland Raiders 


DARRELL RUSSELL DL 6'4" 321 165. USC 

Russell’s physicality is not in question, but his mentality is. The Raiders 
wanted Pace here, and should have known that he would be gone. With 
contract in hand, expect Russell to get as fat as his wallet. Even if he 

pans out, what did the Raiders address? After missing the boat on Pace, Al 
Davis tried to mend the Raiders’ OL woes (which worsened when Kevin 
Gogan left for the 49ers) with two picks in the third round, drafting Adam 
Treu of Nebraska and Tim Kohn of lowa State. Add those two up, and you 
still don’t get half of an Orlando, let alone a Gogan. At least Al is looking 
good in his gambino outfits; he sure as hell has forgotten how to work a 
draft. 


FANTASY INSIGHTS FOR 1997 

Jeff George should make the pass attack extremely potent. Tim Brown will 
love this guy. Even better, George is assured of slipping in most fantasy 
drafts this year. As soon as he does, take him; he’s still a top four 

fantasy QB. In Oakland, he might be a top two (behind Mr. Favre of course). 
The run blocking won't be any better, and neither will the backs. Don't 
even think about the Raiders RB's. 


E] Seattle Seahawks 


SHAWN SPRINGS CB 6'0” 197 Ibs. OHIO STATE 

The Seabags packed a blanket away in this one. Opposing teams stopped 
throwing on this guy when he was a sophomore; there's no reason to try. 
The son of former Dallas Cowboys RB Ron Springs, Shawn is a human tarp. 
In the NFL combines for potential draftees, Springs ran a 4.3 40-yard dash, 
bench pressed 225 pounds 19 times, and produced a 40" vertical leap. What 
words describe that kind of athleticism? | can think of only one, and it's 
“WOW!” In the historically pass-happy AFC West, Springs is a great fit. He 
is a difference making player. 
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6 Seattle Seahawks (2 in First Round) 


WALTER JONES OL 6/5” 301 Ibs. FLORIDA STATE 

When the Seahawks saw the opportunity to move up to #6 from their original 
#12 and get Walter Jones, they wasted no time in doing so. The move left 
the Seahawks with no other picks on Saturday (the top 4 rounds); it also 

left them with the two players they wanted all along. Jones definitely 

looks like he fits. With only one year of major college football under his 

belt, he will have to improve to make head coach Dennis Erickson happy in 
the end. 


FANTASY INSIGHTS FOR 1997 

John Friesz starts 1997 as the Seahawks’ starting QB, as he should have in 
1996. Friesz has a great rapport with his receiving corps of Brian Blades 
and Joey Galloway. Expect a monstrous season from Galloway. The emergence 
of Lamar Smith in 1996 makes one weary of the Seattle backs as two is often 
too many in the fantasy realm. Sixth round draft pick, Itula Mili, is one 

to keep an eye on. He is a definite super sleeper in TE leagues if his knee 
heals. You talk about team speed, you have to talk about the Seahawks. 


4 Baltimore Ravens 


PETER BOULWARE РЕ 6'4” 254 165. FLORIDA STATE 

The Ravens needed defense, defense, and even more defense. Boulware could 
give them all three. He's a special athlete that can really get to the 

passer. He is exceptionally strong for his size and plays very smart 

football. Boulware is an impact player. The real worry here will be had in 

the Ravens' efforts to sign him. The Ravens have a plethora of cap problems 
(they have to pay 3.0 million dollars to Andre Rison this year, and that 

counts against the cap); however, if they can make room for Boulware, they 
will be making room for vast improvement. 


FANTASY INSIGHTS FOR 1997 

Ted Marchibroda brought his rhythm offense to Baltimore and it paid 
immediate dividends. Expect Vinny Testeverde to prove that '96 was no 
fluke; it's not necessarily that Testeverde is playing that much better, but 
more of a sign that Marchibroda's offenses reap serious fantasy dividends. 
The Ravens went for defense in this year's draft and odd as it is, that should only help 
the offense. Offensive players need rest the same as defensive ones. 
Michael Jackson has become a premier target. And, Bam Morris is ready to 
boom. He looked every bit as good as his Steeler glory days in the second 
half of 1996. 


5 Detroit Lions 


BRYANT WESTBROOK CB 6'0” 195 165. TEXAS 

Bobby Ross has taken his act to Motown as Wayne Fontes was told to “Beat 
It." It surely looks like it was “ABC...Easy as 1,2,3” for Bobby, quite 

unlike his predecessor. He drafted the hardest hitting cornerback you may 
ever set your eyes on. Westbrook can come up and deliver knockout blows as 
fierce as Mike Tyson's. He can just as easily stick to his man like Super 

Glue. Westbrook plays for the fans; seemingly getting better as the 

situations get rougher, rowdier, and louder. Already drawing comparisons 

to Ronnie Lott, Westbrook may well end up a safety in the NFL; a stud either 
way. 


FANTASY INSIGHTS FOR 1997 

Ross will not hesitate to give Barry Sanders the ball in the red zone. 

Barry will thank Bobby for it with TD's galore. And you thought you'd seen 
Barry's best days? Just wait until you see this year's totals. Barry will 

be the premier focus. In the end, it's likely that all the Lions' 

positition players will benefit from the Ross hiring/Fontes firing. 


7 New York Giants 


IKE HILLIARD WR 6/0” 188 Ibs. FLORIDA 

In the Gators high flying attack, Hilliard was the go-to guy in the clutch, 
finishing off his career with a 3 TD, 150-yard performance in the Sugar 

Bowl. New Giants’ coach Jim Fassel loved what he saw, and now New Yorkers 
can love Ike too. If Dave Brown is ever going to develop, the Giants had to 
add a viable target. Hilliard is exactly that. 


FANTASY INSIGHTS FOR 1997 

Jim Fassel made Boomer Esiason and Kent Graham into fantasy monsters. Will 
he do the same for Dave Brown (who looks to have a bad case of Steve 
Walshitis)? Don’t count on it. Hilliard, second-rounder Tiki Barber, and 
Thomas Lewis are capable; nonetheless, the Giants will likely look to run 

the ball first with Rodney Hampton and Tyrone Wheatley on hand and Brown at 
QB. The only logical conclusion is that maintaining the “No Giants” rule 

would be a good policy for ‘97, if not the remainder of this century. 


8 New York Jets 


JAMES FARRIOR LB 6' 1 1/2" 232165. VIRGINIA 

Bill Parcells brought a Super Bowl title to New York a couple times before. 

He remembers that Lawrence Taylor helped his cause then, and, he hopes that 
James Farrior will do so this time around. He is a complete linebacker than 
can do everything. 


FANTASY INSIGHTS FOR 1997 

Keyshawn wants the damned ball and he'll probably get his wish. His bashing 
of his own QB has to make you wonder though. The only real value with the 
Jets will be Adrian Murrell. RB's do well under Parcells historically, and 

Murrell has developed into a top notch one. 


3 Arizona Cardinals 

TOM KNIGHT CB 6'0” 190 Ibs. IOWA 

Knight rebounded from major knee surgery in 1994 to become a solid 
cornerback; yet, he’s never displayed Top-10 overall ability. This pick, 

and Ditka’s to follow, made you wonder if some kind of Twilight Zone had 
encompassed the draft during the nine and ten holes. 


FANTASY INSIGHTS FOR 1997 

Fassel has left and it’s likely that the 500-yard passing efforts went right 
with him. Don’t expect the Cards to be better in ‘97; in fact, it’s looking 
fairly obvious that they will be worse. Playing Cards in ‘97 could be 
hazardous to your fantasy health; if you do, solitaire may be the name of 
the game...it's awfully lonely at the bottom. 


10 New Orleans Saints 


CHRIS NAEOLE ОС 6'3” 313 Ibs. COLORADO 

A definite Ditka-type player in that he's strong, tough, proven durable, and 
plays angry. If Ditka wasn't back in this draft, Naeole would have probably 
fallen into the second round. But, Iron Mike is the man in New Orleans, and 
the Ain'ts are already suffering the consequences of his egotism. They do 

get a pure guard with Naeole; they need a lot more and could have had it at 
10. Ditka has no place in today's game; that's been proven in his last few years 
as an NBC bigmouth. It was proven yet again in the ‘97 Draft. 


FANTASY INSIGHTS FOR 1997 

Will it be Troy Davis, Ray Zellars, or Mario Bates carrying the pigskin for 
Ditka next year? Will it be recently acquired Heath Shuler, incumbent Jim 
Everett, or Danny Wuerfell (who could become Danny ‘Woeful’ in a second if 
he ever sees action on Sundays) at QB? The answer to both questions is 
likely all of the above. Ditka will change with each failure and there 

might just be 16 of those. The Ain'ts won't do much this year, if they even 
bother to march in. 
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1 Atlanta Falcons 

MICHAEL BOOKER CB 6'1” 200 Ibs. NEBRASKA 

Dan Reeves started his new regime with a major need pick in Booker who has 
excellent size for a cornerback. He's also agile and quick. Booker should 

be a nice compliment to off-season acquisition Ray Buchanan. 


FANTASY INSIGHTS FOR 1997 

June Jones is gone and so are the Falcons’ run-and-shoot statistics. Chris 
Chandler takes over at QB and while he still has nice targets in Terance 
Mathis and Bert Emanuel, one must remember that this is a Dan Reeves team. 
If anyone can benefit on offense from a Jones to Reeves transition it will 

be Jamal Anderson. 


12 Tampa Bay Buccaneers 


WARRICK DUNN RB 5'8” 180 Ibs. FLORIDA STATE 

With their first of two selections in this year’s first round, the Bucs 

opted for speed out of the backfield. Dunn was the Noles’ engine during 
their latest runs to glory. While diminutive in stature, he has natural 
ability to take the ball from goal line to goal line. Dunn possesses great 
hands as well as feet. Bucs’ coach Tony Dungy said that “(the Bucs) were 
hurting Trent Dilfer without speed.” They helped out here in a big way. 


16 Tampa Bay Buccaneers (2 in First Round) 
REIDEL ANTHONY WR 6'0” 185 Ibs. FLORIDA 

With their second pick of the first round, the Bucs opted for more speed! 

This time from the receiver slot. They were elated to get Reidel Anthony, 

Ike Hilliard’s counterpart who often stole the spotlight during the tandem’s 
Gator days. 


FANTASY INSIGHTS FOR 1997 

Dilfer is showing signs of improvement; the rookie weapons won't hurt. He's 
probably still a year or two away from being a valuable fantasy QB. Only 
now can anyone justly open the book on Trent. Mike Alstott is a talent, but 
only a FB, and should make holes for the Bucs’ tailback, be it Errict Rhett 

or Dunn. It’s possible that Rhett could still be moved. Regardless, the 

best gamble of the lot is Dunn. The Bucs believe him to be an every-down 
back and a TD maker. He'll get his chance; don't expect Dunn to fail. 
"Failure" is not a part of Warrick's vocabulary. 


13 Kansas City Chiefs 

TONY GONZALEZ ТЕ 6'4” 244 lbs. CALIFORNIA 

Gonzalez has Shannon Sharpe potential. He’s got it all and is a serious 
downfield threat from the TE or H-Back slot, not to mention that he’s plenty 
physical. Starring in both hoops and football while at Cal, Gonzalez should 
be a windmill dunk for the Chiefs. 


FANTASY INSIGHTS FOR 1997 

Marty Schottenheimer definitely helped his cause in the draft; however, a 
couple of years may elapse before fantasy owners will reap any benefits. 
The safe bet is to allow Elvis and company to leave the building come draft 
day, especially in the early going. Some value might be had in the latter 
stages; both Gonzalez and second-round pick Kevin Lockett are possibilities 
at that point. That rookie tandem should go a long way towards curing the 
Chief's aerial illness. 
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14 Cincinnati Bengals 


REINARD WILSON DE 6'2” 259 Ibs. FLORIDA STATE 

Wilson, affectionately dubbed ‘Big Country’ by his Seminole teammates, has 
been known to wrestle alligators. When Bengals' coach Bruce Coslet was 
asked about Wilson's alleged run-ins with gators, he said, "He's (Reinard) 
going to have to wrestle Jaguars and Ravens now." Reinard is a tremendous 
force up front. Ravens and Jaguars shouldn't pose a problem. 


FANTASY INSIGHTS FOR 1997 

Jeff Blake and Carl Pickens are bonafide superstars. With Coslet at the 
helm from day one in '97, each should have career years. That's a scary 
thought in itself. The drafting of Corey Dillon in the second round could 
spell doom for Ki-Jana Carter. Dillon has the ability to produce instantly. 
Coslet won't hesitate to try him. 


15 Miami Dolphins 

YATIL GREEN WR 6'3” 200165. MIAMI 

Coincidence is an understatement here. Jimmy Johnson thinks that he landed 
himself a playmaker in Yatil, just as he had with Michael Irvin in his days 

with the Canes and Boys. The comparisons are easy to see; Yatil is big, 

agile, and even a bit faster than Michael. The knock on Green is his 
durability; he never really lived up to his star billing at Miami because of 
nagging hamstring injuries. Regardless, Yatil was the top WR on most boards. 


FANTASY INSIGHTS FOR 1997 
Everything hinges on Marino’s health. If he can stay in one piece, which is 
a big “If”, Danny Dolphin could have another big year. A healthy Fred Barnett 


and the newly drafted playmaker (Green) should give him open targets. Jimmy 


wants Karim Abdul-Jabbar to take the ball and run with it. Karim seems to 
only want to do that here and there. That won't sit well with Jimmy for too 
long; if Karim falters early, look for a RB shuffle in Miami once again. 

Troy Drayton is a serious value if your league requires a TE. 


17 Washington Redskins 

KENARD LANG DE 6'4” 277 Ibs. MIAMI 

Lang is a strong guy with long arms that seems to be most effectively used 
as a pass rusher. A lackluster pick at best, Lang never has looked to be an 
athlete deserving of the first round. It has become apparent that Jimmy 
Johnson was the brains behind those Pokes, not his trusty ex-sidekicks -- 
Norv and Dave. 


FANTASY INSIGHTS FOR 1997 

There is absolutely no reason to doubt Terry Allen any longer. He will be 
relied upon just as heavily this season as he has been in the prior two. In 
Gus Norv trusts, yes, but you shouldn't. if you want to win your league. A 


healthy Michael Westbrook could mean nice things; of course, a healthy 
Michael Westbrook is also an oxymoron. Allen or nothing with the Skins. 
18 Houston Oilers 

KENNY HOLMES РЕ 6'4" 264 Ibs. MIAMI 


Holmes is a fluid end that has Pro Bowl upside. The TurmOilers simply 
followed the Redskins’ lead on this one. With Lang gone, Holmes became 
glaringly obvious. Questions surround Holmes’ competitive fire within; no 
questions about his skills-on the surface. 


FANTASY INSIGHTS FOR 1997 

Steve ‘Air’ McNair looks ready to lead the Oilers to the Volunteer state. 

Chris Sanders needs to bounce back from a letdown in ‘96 if McNair is going 
to step up his game. Both have tremendous ability and this could easily be 
their year. Eddie George should replicate his 1,368 yard season. Don’t be 
surprised if he doubles his TD total of last season (8). Then again, these 

are the TurmOilers, and buyers must always beware. 
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19 Indianapolis Colts 

TARIK GLENN OL 6'5" 355 165. CALIFORNIA 

The King Kong sized Glenn was exactly what the doctor ordered for Lindy 
Infante’s Colts. The Colts needed OL help worse than PGA tour guys need a 
Tiger Woods bogey. They got a load in Glenn. Glenn’s only drawback is his 
tendency to gain weight in a hurry. Like Pace, Glenn has also heard of the 
pancake block. 


FANTASY INSIGHTS FOR 1997 

By beefing up the front, the Colts also protect their Jim Harbaugh and 
Marshall Faulk investments. Considering last season’s debacle, all the 

Colts should go rather cheaply in ‘97 fantasy drafts. They all might be 

well worth it. Marvin Harrison is a special talent and may still prove to 

be the best WR of the ‘96 crop. Harrison’s presence greatly benefitted Sean 
Dawkins. Wait till the Colts fall, then start biting. 


20 Minnesota Vikings 


DWAYNE RUDD LB 62" 242165. ALABAMA 

Rudd has a 39 1/2” vertical leap, and, yes, he is a linebacker. A 
ridiculous amount of talent to fall to #20 in this draft, Rudd has immense 
potential. 


FANTASY INSIGHTS FOR 1997 

Robert Smith should dazzle for the first half as usual; if you draft him, be 
ready to deal him before he goes down. Brad Johnson is decent, but the 
Vikes’ passing game will likely continue to decline in productivity. 

Although Cris Carter, Jake Reed, and Smith are very talented guys, Johnson 
makes everyone a risky proposition. If newly acquired Randall Cunningham 
takes over, you'll know that the Vikes have gone South for the season. 


el Jacksonville Jaguars 

RENALDO WYNN DE 63” 288 lbs. NOTRE DAME 

The only Golden Domer in ‘97 first round, Wynn is a collision player. He 
has lightening quick speed and Herculean strength. Wynn should make for the 
perfect bookend when placed on the opposite side of Tony Brackens, the Jags' 
second round steal of '96. 


FANTASY INSIGHTS FOR 1997 
The Jags are no longer sleepers by anyone's account. That doesn't mean that 
they won't be extremely valuable. Mark Brunell may end up being more than 
just the Steve Young of the 2000's. He looked like he was already there in 
last year's playoffs. Natrone ‘Means’ business too. The defense will be 
much improved, so the point totals won't likely light up as frequently as 
they did in ‘96. Take that into account, and then grab some Jags. Playing 
in the AFC Central never hurts. 


22 Dallas Cowboys 
DAVID LAFLEUR TE 6'7" 279 Ibs. LOUSIANA STATE 1. ST. LOUIS RAMS 
With Novacek undoubtedly gone for good, the Cowboys saw fit to move up in a Pancake, Pancake, Banks's man! 
deal with the Eagles that landed them LaFleur. They got a large TE that is 
a a eid target. i Aikman perona worked him out; the Pokes 2. CINCINNATI BENGALS 
made it obvious that Troy Boy liked what he saw that day on the bayou. i " in Ci 
DID YOU KNOW? The last time the Cowboys spent a first га pick oe Big Country and ОШ Gunsmoke ip Cincy. 
TE was in 1973 when they drafted Billy Joe Dupree. ES 

3. TAMPA BAY BUCCANEERS 
FANTASY INSIGHTS FOR 1997 Dunn and Anthony add speed to Dilfer's menu. 
Emmitt Smith could be the biggest benefactor from the LaFleur pick. Smith 
fought through nagging injuries all of last season. The team’s epidemic of 4. SEATTLE SEAHAWKS 
off field trauma didn't help anyone on the roster, including Emmitt. A That's right; Bucs and Seabags in the top five! 


healthy body and a new blocking tight end could mean a quick return to the 
Emmitt Zone. Michael Irvin started to show his age at the end of last 
season; no doubt that his life in the fast lane is taking some toll. Like 
Allen in Washington, it’s Emmitt or nothing in Big D. 


5. BALTIMORE RAVENS 
Defense, defense, and more defense. 


1. CHICAGO BEARS 
They had little to work with and got even less. 


2. NEW ORLEANS SAINTS 
Earth calling Iron Mike? 


3. OAKLAND RAIDERS 
No Pace; Russell. That's worse than 
"No Coke; Pepsi.” 


4. WASHINGTON REDSKINS 
Lang wasn't even the best DE on the 'Canes. 


5. HOUSTON OILERS 
The move must have been on their minds. 


2З Buffalo Bills 
ANTOWAIN SMITH RB 6'2” 224 Ibs. 


HOUSTON 

Already 25 years old, Smith is very much a man; he runs like a demon. He'll 
need to improve on his receiving abilities if he's going to make Bills fans 
forget about Thurman Thomas. 


FANTASY INSIGHTS FOR 1997 

The Bills’ offense doesn't look to be any better in ‘97. They'll go with 

Todd Collins or Billy Joe Hobert at QB; neither will remind anyone of the 
K-gun's glory days, not even close. There is no telling what will happen at 
RB. Thurman's inked up for one last hurrah; in the end, he might wish he'd 
have chosen hurry over hurrah. They also have Darick Holmes and Smith 
on hand. Like most teams without a real QB option, it's best to leave the 
Bills alone in '97. 


24 Pittsburgh Steelers 

CHAD SCOTT СВ 671” 200 lbs. MARYLAND 

Scott is a sizable cornerback that has displayed ball hawking abilities. A 
big guy with solid coverage abilities and a knack for getting to the ball, 
he fills a huge void for Cowher Power. 

DID YOU KNOW? Chad Scott played his senior season of high school 
football on a team that failed to win a game. 


FANTASY INSIGHTS FOR 1997 

Jerome Bettis is the only Steeler to ponder in the early going. ‘The Bus’ 
could be even more valuable in ‘97 than he was last season. If Kordell 
Stewart moves permanently to QB, as it very much looks like he will, 
defenders will have to spread out more. That fact should allow Bettis to 
‘Bus’ his way to paydirt. The passing game is shaky at best; if you take 
any WR here, it has to be Charles Johnson. 


25 Philadelphia Eagles 

JON HARRIS DE 6'8" 287 Ibs. VIRGINIA 

Ray Rhodes doesn’t seem to care about popular opinion too much; otherwise, 
he would not have drafted Harris. It is possible that Rhodes was intrigued 

by doctors’ beliefs that Harris will continue to grow. No matter his final 

tape measurements, if Harris wants to make it in the NFL, he’s going to have 
to prove his physicality on the field. 


FANTASY INSIGHTS 

Until the Eagles get a real QB, it’s hard to get too excited about their 

targets. Irving Fryar put together another big year in ‘96; something most 
didn’t think possible for Fryar in Philly. Fryar definitely turned it on 

under Ty Detmer. If someone else wins the QB job, beware of Irving. Don’t 
completely forget about Chris T. Jones here either. The man is still Ricky 
Watters. He has become the Eagles’ main attraction and that won't change in 
197. 


26 San Francisco 49ers 

JIM DRUCKENMILLER QB  Á6'41/2" 230165. VIRGINIA TECH 

The 49ers have to love the specimen they landed with Drunkenmiller. A big 
QB with an Elway-like slingshot for an arm, Drunkenmiller is especially 
strong for his position. He can bench press 400 pounds! One of the reasons 
that Druck made it this deep into the draft was his age; like 

Antowain Smith, he will be a 25-year old rookie. It surely wasn’t because 

he doesn't win. In two years as the Hokies’ starter, Druck went 

20-4, leading his team to consecutive berths in the alliance. 


FANTASY INSIGHTS FOR 1997 

Steve Young and Jerry Rice are finally showing signs of age. Devalue each a 
hair, but, don’t give up on them just yet. If Young can stay pain and 
concussion free, both himself and Rice will be every bit of their old 

selves. That is, if Young can even remember who the hell his old self was. 
Look for the 49ers to try and move William Floyd to the tailback slot. The 
drafting of Marc Edwards, Notre Dame fullback the 49ers snagged in the 
second, makes that a logical move. 
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27 Carolina Panthers 


RAE CARRUTH WR 5'10" 194 Ibs. COLORADO 

Carruth was the fastest WR on the board. His inability to catch the ball 
with his hands had him doing a rendition of Paul Simon's "Slip Sliding 
Away" on draft day. The Panthers broke Carruth's fall because they 
like the ease in which he can run by defenders. If he figures out how 
to catch with his hands instead of his body, the Panthers might have 
one speedy weapon on their hands. Until then, he'll get broken in 
half. 


FANTASY INSIGHTS FOR 1997 

If you play with TE's, Wesley Walls is your man. QB Kerry Collins could 
find himself looking at Wesley even more in '97 thanks to Willie 
Green's departure for the Mile High City. Anthony Johnson came on 
like gangbusters last season, but the Panthers would love for 
Thsimonga Biakabutuka, their #1 pick of ‘96, to bounce back from the 
knee injury that cost him most of his rookie season. Whichever one 
wins out will be a valuable commodity. Outside Walls and the winner 
of the RB battle, there is Dom Capers's defense, and it's one of the 
best. 


28 Denver Broncos 

TREVOR PRYCE DL 6'6” 282 lbs. CLEMSON 

Pryce carries some bags along with his first round talent. He's been 
suspended on numerous occasions at both Michigan (where he 
attended for his first two years) and Clemson. He also has talent writ- 
ten all over his mug shots. 


FANTASY INSIGHTS FOR 1997 

The biggest thing to remember about last season is that it was 
Shannon Sharpe’s contract year. Don’t expect those kind of numbers 
from Shannon again. He'll be a good one, sure, but ‘96 was likely 
Sharpe's pinnacle. Willie Green comes to town, and that should mean 
good things for All-World QB John Elway yet again. Adding Dan Neil, 
the Lombardi finalist from Texas they got in the second round, will 
only help Terrell Davis. Like Davis needs any help! 


1. WARRICK DUNN 
Dungy wanted speed and a TD maker; now he has both. 


2. COREY DILLON 
It's time to put Ki-Jana out in the pasture. 


3. YATIL GREEN 
Jimmy has his Playmaker Il. 


‘sonal Jesus. 


pg New England Patriots 


CHRIS CANTY | CB 5'9 1/2" 194 Ibs. KANSAS STATE 

The Pats made Canty the sixth and final cornerback to go in round 
one. Canty makes up for his lack of height with great instincts and 
speed. A very cocky player that never stops talking, Canty had 14 
picks in his Big 12 career. If he's as good as he thinks he is, he'd be in 
Canton already. 


|; Anthony likes. 


Has big time ability; may well be the Chief's #1 WR. 
FANTASY INSIGHTS FOR 1997 

Bill Parcell's departure has most fantasy owners a bit fearful of the Pats. 
Let's keep it real and remember that Parcells didn't play last season, 
not one single down. Curtis Martin, Drew Bledsoe, Ben Coates, and 
Terry Glenn sure did though. They will fly high again in '97. Each one 


is still on their way up; Tuna or no Tuna. 


H. RAE CARRUTH 
Real smallish but will get a chance with Green gone. 


9. FREDDIE JONES 
Freddie should see many a ball in Gilbride's system. 


10. WILL BLACKWELL 
With the Steeler WR corps thinning, Blackwell should 
play often, and that he can do. 
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COREY DILLON 
RB/Cincinnati 


2. DAN NEIL 
мег 


3. KEVIN LOCKETT 
WhR/Kansas City 


4. FREDDIE JONES 
TE/San Diego 


5. WILL BLACKWELL 
WR/Pittsburgh 


30 Green Bay Packers 


ROSS VERBA OL  6'4" 302 Ibs. 
A versatile guard that could fill any leak the Packers might come up with in 
Brett Favre's protective wall. Verba adds great depth to an already solid 


offensive front. 


FANTASY INSIGHTS FOR 1997 


It doesn't take a lot of brains to realize that all of these guys are good 
options with Brett Favre in charge. Favre can make winning fantasy titles 
an easy task. Antonio Freeman is the safest bet at WR even with Robert 
Brooks back in the fold. Brooks will probably go back to the role he had 
when Sterling was still playing in Lambeau, with Freeman taking charge as 


the go-to guy for years to come. 


OTHERS THAT HAD NO FIRST ROUND PICKS 


Chicago Bears 
FANTASY INSIGHTS FOR 1997 


Curtis Conway has become an extremely confident receiver. Too bad that Curtis 
is extremely limited in this offense. Rashaan Salaam is still running straight up 
instead of forward and fumbling instead of scoring TD’s. The RB situation is 
cloudy at best with Salaam, popular draft choice Darnell Autry, Robert Green 
and Raymont Harris all employed. There’s a song they play on Chicago radio 
stations that best explains this one. It’s chorus repeats, “The Bears Still Suck, 
The Bears Still Suck, The Bears Still Suck!!!” 


San Diego Chargers 
FANTASY INSIGHTS FOR 1997 


Kevin Gilbride has a knack for making offenses into statistical forces. Pilfer the 
Bolts’ players, who will likely be there for the choosing whenever you want. 
Stan Humphries could be in for a career year under Gilbride’s tutelage, especially 
if his main man Tony Martin can settle his contract problems. The Bolts want 
second-year man Bryan Still to take over at the other receiver spot. Their top 
selection, second-rounder Freddie Jones from North Carolina, could be a down- 
field force from the TE slot. Stay away from the RB's; Gilbride likes to chunk it, 


just ask Buddy Ryan. 


Interview: 
shawn springs 


\ 


e yo! de 
you 


59: m a big fan. | love playing sports 
games. | have both a PlayStation and a 
Nintendo 64. 


Whic йет до vo 


SS: PlayStation: it has more games and 
better sports. 


GSN: What are you're favorite games? 
55: | love EA [Sports] games. Live 97 is 
awesome! NFL GameDay is my favorite 
football game. though. 


All Photos Provided by Allspart 


IOWA 


55: Naw. | knew | was going in the top 
five. 


to the pros witt е 
56: Definitely. 


GSN: Wi any pressure on you 


all player. Is that 


here was. but not from my dad. He 
Stressed academics. It was my mom who 
wanted me to play football 


S^ id the league 
you happy 
? 


jed on the Seahawks 
55: Very. Being drafted high and going to 
а crummy team is no good. But | see the 
Seahawks as a blossoming program 
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No Acclaim for Sportscaster Marv Albert 


onday, 19 May, Acclaim had trumpeted the 

signing of high profile sportscaster Marv Albert 

for the upcoming edition of its Quarterback 

Club football franchise. Now it was 21 May 

and the sports world--and especially Acclaim-- 

was recovering from the shock of Albert's 
indictment for assault and sodomy. "Obviously," Meyers added, 
"we didn't know anything about it." 

The incident in question occurred on 11 February when Albert 
is accused of having severely bitten (no, not "beaten", "bitten") a 
female friend who he then forced to perform oral sex on him. 
Albert denies the charges completely, but at press time it appears 
that Marv will not be making with his trademark "Yesssss!" at the 
NBA Finals. Acclaim, meanwhile, has not yet reached a decision 
on Albert's future relationship with its football sim, but it does 
have a second play-by-play announcer (Jon Miller) available to 
stand in if required. NFL Quarterback Club '98 will be available for 
the PC and Sony PlayStation in August 1997 and 
for Nintendo 64 in the fall. 

A familiar voice in the Acclaim line of 
sports titles, Albert most recently called 
play-by-play for the company's '96 basket- 
ball game, NBA Jam Extreme. In signing 
Albert for Quarterback Club '98, Acclaim 
hoped to fortify its already strong football -— 
lineup, which includes two-time NFL MVP and pl 
Super Bowl quarterback Brett Favre, who signed an exclusive 
endorsement contract for NFL Quarterback Club '98 and devel- 
oped plays for the game's offensive playbook. 

In the Acclaim press release, Albert joked: "I wanted the Acclaim 
Sports team to call the game NFL Albert '98, but they had their 
hearts set on NFL Quarterback Club '98." 

Winner of numerous broadcasting awards -- including both 
national and local Emmy's and New York State Sportscaster of the 
Year on 20 occasions -- Albert is one of the most popular broad- 
casters in the sports television industry. The voice of both the 
New York Knicks and New York Rangers, Albert had been the lead 
play-by-play man for NBC's coverage of the NBA. Albert also has 
served as announcer for NBC's coverage of the 1992 and 1996 
Olympic Games. On doing the play-by-play for the Knicks, 
Albert’s Bob Raissman of the New York Daily News summed up 
Aibert’s talents: “No offense to the competent replacements who 


“It's a hot dog, mustard, sauerkraut 
thing. A lot of people say if Marv Albert 
ain't behind the mike at the Garden it 
ain't officially a Knicks game.” 


fill the MSG chair for Marveloso, but a Knicks game without him 
is like ordering a pastrami on white with butter." 

When asked once, "Who is the person that you admire the most 
and why?", Albert answered, "Comedian Richard Lewis' therapist, 
for plain perseverance.” Uh... like when she says "No"? 

Bad joke, as Albert has not been found guilty. 


The "Curse" 


Le Affair Albert has caused veterans of the electronic 
sports game community to shake their heads in a 
combination of astonishment and deja vu. Video and 
computer games have an almost tragi-comic history of 
bad timing when it comes to signing sports celebs to 
front their games. The following is a short list of events 
which comprise what was originally dubbed "The Sega 
Curse" and has since come to be known simply as 
"The Curse." 


- After Buster Douglas fluked a win over Mike Tyson to 
take the heavyweight strap, Sega rushed to sign the 
new champ... who got his clock cleaned by Evander 
Holyfield in his first title defense. 


* Sega now signed Holyfield in search of damage con- 
trol. Holyfield, of course, lost the strap in HIS first 
defense. 


* Sega signed Pat Riley to front its 16-bit basketball 
franchise months before Riley announced he was going 
to quit coaching. 


* Sega signed Mario Lemieux as the star of its hockey 
series, only to see him sidelined for the rest of the sea- 
son with injuries. Upon his return, it was announced 
that Mario had cancer. 


* Sega bet the farm on Joe Montana as a San 
Francisco-based superstar. Montana then left the 
Niners and soon departed football altogether. 


* Sega offered then-Niners star Deion Sanders several 
million dollars just to remain in San Francisco where 
they could make use of him as they had with Montana. 
Neon Deion, of course, went to Dallas. 


* David Robinson was injured shortly after signing with 
Sega. 


* Ken Griffey was signed by Nintendo as its Seattle- 
based franchise star--and all of baseball went on strike! 


* Virgin pulled its franchise star Magic Johnson after 
Magic announced he was HIV-positive. 


* The ink was barely dry on Activision/Gamestar's con- 
tract with Pete Rose to front a new baseball series 
when Charlie Hustle was banned from baseball and 
sentenced to hard time. 


What conclusions can we draw from these remarkable 
incidents? Don't ask us, but there are two things we're 
reasonably sure of: 1) Accolade is very happy that its 
baseball franchise is called "Hardball" and 2) Acclaim is 
praying to God that Brett Favre doesn't get caught in a 
limo with a transvestite hooker anytime soon. 


os Angeles Clippers big man, Bo 
Outlaw, loves his NBA Shoot Out 
so much, that his girlfriend set 
up an NBA Shoot Out tourna- 
ment for him, for his 26th birthday, 
“ all he does is play NBA Shoot Out." 
she says. 

Happy to oblige, Sony shipped five 
TVs and PlayStations, each equipped 
with a copy of Shoot Out, to the party. 
The party was a complete success, but 
poor Bo didn’t get his birthday wish... 
fellow teammate, Rodney Rogers won 
the tournament. 


Charles “Bo” Outlaw 
shootin’ it out. 


Te Woods isn't the only one burning 
up the links these days. SegaSoft, 
Inc., the multiplayer gaming network 
company, today announced Golf: The 
Ultimate Collection, a package stuffed with 
three superb golf simulation games and a 
comprehensive multi-media guide to more 
than 14,500 golf courses and resorts that 
will show you the best places to play and 
how to get there! 

Golf: The Ultimate Collection tests player's 
skills on some of the world's most legendary 
golf courses. Realistic swing physics, true 
to life color graphics, an immersive climate 
and incredible sound, plus advice from some 
of the greatest names in the sport, bring the 
game to the home or office computer like 
never before 

The Collection features three of the finest 
golf simulations ever created, including a 
special edition of one of the most highly 
anticipated golf titles of the year: British 
Open Championship Golf™, by Looking 
Glass Technologies, Inc. Rounding out the 
virtual tour are Greg Norman Ultimate 
Challenge Golf -- Harbour Town Golf Links, 
by Enteractive, Inc 

When the player is ready to hit the real 
links, GolfAmerica'" is the most comprehen- 
Sive source of golf information available any- 
where. Published by Internize Productions, 
Inc., it contains detailed information on more 
than 14,500 golf courses, resort and travel 
information, an immense course directory, 
shopping menu and a Golf Access discount 
menu 


ships All-Star Base 


ho says EA games are the 
only ones the pros play? 
Just this past April, 540 
AM's "The Team", a Central 
Florida based sports radio net- P d 
work, sponsored an NBA Я 
Shoot Out 97 tourna- 
ment at the ESPN 
Club in Orlando. 
What made this 


Shoot Out, though, that he asked if he 

could be involved. He then called Darrell 
and the two of them joined the tourney, 
offering to play the winners of the tour- 


€ nament. 


Proving that they are 
video game pros, as 
5Š, well as NBA pros, 
both Magic 
guards beat 


tourney an their oppo- 
event, was the nents. It was 
appearance of smiles all 

the Magic’s around, 
Darrell though, 
Armstrong and because the 
Anfernee contestants still 
Hardaway. walked away 


with their very 

own PlayStations, 

along with copies of 
NBA Shoot Out 97. 


Apparently, neither 
player was apart of the 
festivities, originally. 


Hardaway is an avid fan of action 


Konami Kicks Off N64 


K of America has announced the release of its first game for Nintendo 64; /nternational 


Superstar Soccer 64. Based on Konami of Japan's breakthrough hit J League Perfect Striker, 
gamers may choose from among 36 teams, plus six all-star teams. 

We're thrilled to announce /nternational Superstar Soccer 64 as our first N64 system title,” said Andrew 
Donchak, consumer division president. "This truly is the best soccer game ever released and as one of the 
first game developers to release an N64 game, Konami of America, Inc. is excited to be leading the way 
with such an impressive title. With the successes we've had with other gaming platforms, we know that 
we're up for the challenge of creating exciting games for the N64 

International Superstar Soccer 64 takes the Konami Sports Series to another level. Plain and simple, it 
is just an amazing game for the N64 platform,” adds Randy Severin, senior product manager. ‘This game 
offers everything a gamer can ask for in a sports game-realistic player movements for great gameplay 
and tons of options. All this makes the most incredible soccer game to-date-one you have to play to 
truly believe. 

Also, at this year's Tokyo Game Show Konami announced that it is developing an NBA game as one of 
the 15 titles the company intends to release this year on the N64. Konami is also believed to be develop- 
ing a game called Hyper Olympics for the N64 and PSX. The game's are scheduled for fourth quarter 
release timed to coincide with the Winter Olympics set to start next February. 


rank Thomas 


eanwhile, Acclaim also announced that it has 
shipped All-Star Baseball 97 Featuring Frank 
Thomas, officially licensed by both Major League 
Baseball and the Major League Baseball Players 
Association, and Jon Miller, the voice of ESPN Sunday Night 
Baseball and the San Francisco Giants. The game is now 
available for Sony PlayStation and will be available for the 
Sega Saturn later this month. 
All-Star Baseball '97 Featuring Frank Thomas offers 
some of the most realistic 


gameplay available. Players can 

trade more than 700 Major Leaguers 
whose ratings reflect their real-life skills 
and attributes to create dream teams and 


compete in six modes of play includ- Cracker Jack Brand Caramel Coated Popcom 
ing exhibition, regular season, mam Dam and Peanuts to feature All-Star Baseball 
playoffs, All-Star game, batting ‘97 оп 5 million prize wrappers in 


practice and Home Run Derby. All- 
Star Baseball '97 features statistics 
tracking in 27 categories, compiled 
by STATS INC. 
Further immersing players into the game are 
some of the most realistic audio effects ever 


featured in a video game, including authentic play-by-play by 


Miller and CD-quality sound effects that include umpire calls, the 
roar of the crowd, vendors' chants and, of course, the crack of 
the bat. And using its motion capture and Ultimatte technology, 
Acclaim captured Frank Thomas' every move, offering gamers 
incredibly realistic graphics and gameplay. 
ast year's game felt like the real deal," commented Frank 
Thomas, Chicago White Sox star first baseman. "Adding the 
Major League license and the smooth play-by-play of Jon 
Miller makes All-Star Baseball 97 
the king of baseball video games. 
A massive marketing campaign accom- 
panies All-Star Baseball '97 onto the dia- 
mond. Acclaim is working in conjunction with 


Cracker Jack boxes sold between April 
and June. In addition, an extensive print 
media campaign in gaming and sports 
publications runs in parallel with online 
coverage via Acclaim's web site, www.acclaim- 
sports.com. 
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nan effort to finally establish a significant beachhead 
in the growing sports label war, Interplay's VR Sports 
has made several important announcements. First 
the publisher/developer pushed the envelope for PC 
baseball games with VR Baseball '97 (Win95), which will 
only run of computers accelerated with a 3D video card 
"We wanted to push the limit on what we could achieve 
with this game and in turn push the marketplace, too," 
said Paul Sackman, direc- 
lor of marketing for VR 
Sports. "We will be the first 
computer game that is only 
available as hardware 
accelerated for Win95, and 
consumers will be in a for a 
treat with VR Baseball '97." 
Next came the announce- 
ment that VR Sports has 
inked a deal with the NFL Players Association and has 
acquired a letter of intent from the NFL for an official 
license to use all team names, logos, etc. All of this fran- 
tic wheeling and dealing is being driven by VR Sports’ 
upcoming release of Jimmy Johnson's VR Football '98. 
Mr. Johnson had a major role in the development of VR 
Football, lending his acting talents to over 100 video 
sequences, which range from hints and advice, to half- 
time speeches and post game reports. VR Football will 
include a myriad of features and options, from custom 
playbooks to Quarterback/ 
Receiver logic to a wide 
selection of pat-great teams 
from the ‘60s, '705, ‘80s 
and ‘90s. “Obtaining the 
NFL and NFLPA licenses 
moves VR Sports into an 
1 elite group of developers 
Jimmy Johnson's VR and publishers," said Paul 
Football '98 Sackman, director of sports 
marketing for VR Sports. " 
With Jimmy Johnsons VR Football '98, we will add 
another great game to our sports line-up. Coach 
Johnson's involvement in development and a few sur- 
prises we have planned will make this a fun game for fans 
of football and gaming.” (Now you stay out of trouble, 
Jimmy!) 

VR Football is a Padded Cell Studios project, and has 
been under development for some time. Needing only the 
licenses as well as some legal red tape cleared-up, VR 
Sports has been biding its time, waiting to give VAF the 
green light. VR Football is scheduled for an August 
release. 


VR Baseball '97 


TH*Q Wrestles with Success 


HeQ Inc. recently reported net sales and earn- 

ings for the quarter ended 31 March 1997. 

Net sales were $US11,839,000, an 80 per- 

cent increase over the $US6,582,000 report- 
ed for the first quarter of 1996. Net income for the 
quarter was $US720,000, vs. a net loss of 
$US261,000 reported for the corresponding quarter 
of 1996. Net income per share for the first quarter 
was 12 cents on 6,045,000 weighted average shares 
outstanding, vs. a net loss of 6 cents per share in the 
first quarter of 1996 on 4,330,000 weighted average 
shares outstanding. 

The increase in both net sales and net income for the @ 
first quarter is largely attributed to the release of five 
new titles, including WCW vs. the World for the Sony 
PlayStation. WCW vs. the World has been the number 
one selling PlayStation title at many retail chains since the game's debut in retail 
stores in the United States on 28 March 1997. 

"We are extremely pleased with the remarkable increase in our sales and profits in 
the first quarter, our ninth consecutive quarter of positive earnings comparisons," 
said Brian J. Farrell, president and CEO, THeQ. "Our growth in the first quarter was 
largely affected by the tremendous success of our eighth 32-bit title, WCW vs. the 
World." We are quite proud to have a top-selling 32-bit game like WCW vs. the 
World and look forward to launching 
the Nintendo 64 version of WCW 
later this year. We feel strongly that 
our solid product lineup for the bal- 
ance of 1997 fits well into the 
expanding 32- and 64-bit market." 

When TH*Q initially signed the 
WCW deal, the promotion was mired 
in the number two spot behind the 
WWF, but in the intervening period 
WCW has exploded in popularity 
with its Monday Nitro show on TNT 
one of the top rated cable TV shows. 

WCW gained additional national media exposure when Green Bay Packer Reggie 
White made his grappling debut against former Chicago Bear all-pro Steve "Mongo" 
McMichael at WCW SLAMBOREE live on pay-per-view, Sunday, 18 May 18, direct 
from Charlotte's Independence Arena. 

Check out WCW's Web Site at 
www.WCWwrestling.com 


AOL and ABC Team Up 


OL and ABC Sports have announced that they will jointly produce an 
ABC Sports area on AOL's Sports Channel, and Said that the area will 
represent the new state of the art in the genre. The ABC Sports area 
will give AOL members exelusive.online access to ABC's coverage of 

the network's unmatched,ealéndar of major events, including the Indianapolis 

500, golf's British Open Triple Crown horse racespNCAA college football cov- 

erage, figure skatinggand Boxing as Well as its ongoing, Wide World of Sports. 

For ABC's Monday Right Football and the future College Football 

Championship 5# the ABC Sportsyarea on AOL Will provide members with 

customized intégrated Web sites , 

"The online partnership between ABC Sports and AOL will\set the new stan- 
dard for intevaetiVe sports Coverage," said Bob Pittman, President and CEO, 
AOL Networks; Were not only goingsto provide instant, in-depth on-demand 
information Om the World's leading sports'events as they happen, we're going 
to push the Envelope on techndlogyy to|préVvide new features and functionality 
never Беѓоге ееп ОП sportsisites. Moreover this combination of the broadcast 
network lead@rin)sportsiwith the number-one sports channel in cyberspace 
will provide ã Moder for/bringing together on-aigand.online programming, 
advertising агі Commetces not to hientiof valuablé cross-promotion that will 
drive users to Both partners 

"ABC Sports i$délighted to bringi programming to AOL's eight million 
members, the largest Gomimunity online, and enable usto bring a whole new 
dimension of coverage to sports fans around the globe, as well as expand our 
offering to our partnerstand advertisers," said Jonathan Leess, Vice President 

Multimedia, ABC Sports. “Fhe ABE Sports area Supplements our broadcast 

coverage, allowing us to bring а TEW richness to our coverage of major sports 

events. As the site develops, we also plan to bring fans the opportunity to 
interact with each other, with our team of outstanding sports commentators 
and with the events themselves as they happen." 


DAGLOW 
4417 


GSN: Doesn't a feature like individual 
pitcher vs hitter stats create some prob- 
lems? Is there really enough of a sample 
there to draw a valid statistical conclu- 
sion? And what if you're in a draft 
league and the pitcher and batter have 
never faced off? 


DD: The toughest part actually wasn't the 
game design, it was the programming, 
because of the chain reaction [effect] on 
the code. We run it so that, if we have 
data, we use it. If we don't have data, 
there's nothing to use. If we have some 
data, then we can say we know the general 
[tendencies] and we can draw a thumbnail 
of information in this particular case. And 
if we had significant data, we could use it 
straight up. But the coding was analogous 
to doing a major feature in a whole new 
version, because it cascades the entire 
product. But to the consumer, what they 
see is a neat, new thing, and that's why we 


him. Other times he'll say: "Yeah, right!” 
[sarcastically]. Tony gave us a whole bunch 
of stuff that has nothing to do with num- 
bers. But how do we turn that into num- 
bers and get them into the game? And 
sometimes you can and sometimes you 
can't. 


GSN: There are so many factors in base- 
ball that you're happy not to deal with— 
players who are prima donnas or locker 
room poison; play-me-or-trade-me ulti- 
matums and such so, at best, we gamers 
are playing a rarified form of the sport. 


DD: Well there was the GM Challenge 
where you're managing into the future 
and, eventually, players retire and you 
have to bring up new, totally fictional play- 
ers who come up as rookies, but even in 
that, I don't think there's a lot of demand 
for the contentious side of sports. 


"THERE АВЕ SO MANY FACTORS 


IN BASEBALL THAT YOU'RE HAPPY 


NOT TO DEAL WITH—PLAYERS 
WHO ARE PRIMA DONNAS OR 
LOCKER ROOM POISON...” 


did [it the way we did. And you have to 
discipline the programming team, which is 
thinking solely about "Get it done! Get it 
done!" Once you've reached your third 
generation, you have so much spaghetti in 
there you could open an Italian restaurant, 
so having the discipline so that they factor 
in [the reality] that three years down the 
road some other programmer is going to 
have to deal with this code, I've got to do 
this in such a way that they can still use it. 


GSN: Stat awareness among users has 
risen. Sims still moving toward the point 
where they can factor in all the compo- 
nents that comprise a complex game 
like baseball. Especially once you 
remove a player from the environment 
he originally played in. 


DD: We have a debate raging in SABRE 
right now [the organization representing 
the scientific study of baseball stats] about 
how to evaluate whether managers are 
being too aggressive or not in terms of 
stealing bases. These are the greatest minds 
in baseball research and yet the debate 
goes on and all the math argued are based 
on real logic. So we go through so much 
work to get this all right, trying to balance 
everything and really get the numbers 
right, doing the research, then talking to 
LaRussa to get the non-numerical stuff. We 
can say to LaRussa: “Неге what the num- 
bers tell us; what are we missing?" And 
sometimes Tony will say that the numbers 
are telling us the same thing they're telling 


GSN: What about the more elusive fac- 
tors, such as a pitcher's proficiency at 
holding runners or, to me, the most 
interesting character in baseball—the 
catcher. How do you quantify a catcher's 
ability to call a good game or chill a rat- 
tled pitcher? 


DD: That's something I've talked about 
with LaRussa for years. He, of course, had 
Terry Steinbach for many years. And Tony 
often said that there were so many things 
that Terry does that you are never going to 
be able to see in terms of numbers. He sim- 
ply makes the players around him so much 
better and oh, by the way, his numbers are 
also very good. But he makes contribu- 
tions, as did Dave Stewart. LaRussa used to 
say that on days when Stewart was pitch- 
ing, just having him on the club makes 
other pitchers better. 

In 1985 we saw a significant increase in the 
number of baseball collected and the num- 
ber of organizations collecting them. And 
[fantasy baseball] has increased that even 
more. As a result I think you're going to 
see more and more of those things in, 
because you start to think: "What is the 
number that will allow me to [quantify] 
this?" What's this catcher's ERA vs another 
catcher's ERA? Were it not for the data you 
need to do a real simulation of those fac- 
tors, and not just a half-assed simulation 
with a rating, you'd see it, and we are get- 
ting more and more of that data every day. 
I think from now on consumers can look 
forward to, at any time, the top two base- 


ball games pushing the limits on those 
subtle points. 


GSN: How long will it take before we've 
attained a simulation where you'll feel 
that maybe now we can sit back for ten 
years and issue player disks? 


DD: I can't. I wrote my first game in 1971 
and everything I've done in baseball since 
then—and now with the teams I work 
with—every year we do the specs of what 
will get in that year, and every year I walk 
away disappointed because there was a lot 
of stuff I wanted to do but it just doesn't fit 
this year's budget and schedule. That has 
never changed, from the days when I did it 
as a hobby to now, the same thing hap- 
pened this last cycle. We all came in with. 
long lists and none of us got all our stuff. 
in. That just comes with the territory; you 
are always frustrated. Knowing how long 
those lists are, and knowing how cool, if 
expensive, those things would be to do, I 
can’t see the point where we can feel like 
we could just sit back and issue game disks. 


GSN: What's in the future for 
Stormfront? 


DD: Future things include something on 
the Andretti front which you'll see at E3— 
the original sold very well. We've got an 
action game that will be on both the 
Playstation and PC which will also be 
shown at E3. But nothing is firm on the 
LaRussa console stuff. There's another 
sports game, console and PC, that will be 
announced at E3 and a project for 
Discovery Channel where we shot the 
video in Istanbul and we were having a 
problem getting people who could do all 
the accents and Discovery Channel 
absolutely refused to allow us to use actors, 
no matter how good their accents were, 
because they wanted the authentic 
speech—even though it was shot entirely 
in English. So we even shot the blue screen 
in Istanbul! They're a non-fiction channel, 
after all, so they have a high, high bar in 
terms of credibility. 


GSN: Before we go, we've got to get one 
of Daglow's Rules. I know there are a lot, 
but, just one? 


DD: I'm not sure on the number of this 
one, but I think we'll make it number five 
for now: it isn't the technology that holds 
us back, it's ourselves. If you look at every 
great new machine that's come along and 
look at the games that emerged on those 
machines, then go back and ask: "Could 
you have created the same game, with the 
same fun level, though not the same 
graphics, on the previous generation tech- 
nology?" the answer is always "Yes." When 
we get a powerful new machine, our think- 
ing is liberated and then we get new 
games. 
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14 the late 60s and early 
70s! There were also parks 
where, the minute they 
banned banners in center- 
field, batting averages 
soared. 

The following decade, how- 
ever, brought an end to the 
“bandbox” era. Baseball 
was in the process of becom- 
ing its current hybrid of 
sports and big business in 
the 60s. Team management 
was looking to draw huge 
gates, and big gates meant 
big stadiums and big stadi- 
ums meant larger playing 
surfaces. 

Shea Stadium (New York), 
Dodger Stadium (Los 
Angeles) , and Royal 
Stadium (Kansas City) best 
evoke this era. For the 
first time in modern baseball 
history, parks were no 
longer being designed as 
unique structures. A quick 
look at the configurations 
of the parks listed above 
show the almost identical 
dimensions in terms of the 
playing surface. These are 
the so-called "Cookie 
Cutter" stadiums because 
of their similarity of con- 
struction. 


THE NEW BREED 

Today, baseball stadium 
construction has entered 
into a pseudo-quaint era. 
Tired of the lookalike 
parks, efforts have been 
made to construct parks 
that are unique, almost old 
fashioned, such as Camden 
Yard in Baltimore and the 
Texas Rangers’ Arlington 
home. The parks are still 
big, but they strive to pro- 
duce a sense of being spe- 


cial, of reflecting what are 


perceived as baseball’s more 
traditional virtues. 

Simultaneously, we are 
experiencing the corporate 
assimilation of baseball his- 
tory. Whereas the original 
parks were generally named 
after a baseball mogul who 
helped bring about their 
creation (Ebbets Field, 
Crosley Field, Comiskey 
Park, Forbes Field, etc.), 
and parks were later named 
after the teams that played 
there (Dodger Stadium, 
Tiger Stadium, Astrodome, 
etc.), today we are witness- 
ing the next generation of 
stadium monickers. 3-Com, 
Synergy, Turner and Coors 
are supplanting the base- 
ball barons and even the 
teams themselves on the 
stadium name plates. So 
while the stadiums them- 
selves become more individ- 
ual again, their names are 
being swallowed up by cor- 
porate anonymity. 


STADIUM EFFECTS PART TWO 

Historically, baseball parks 
have been declared hitter or 
pitcher-friendly based 
largely on their size. In 
fact, several years ago a 
study was conducted and 
reported upon by Bill James 
in an edition of his then- 
annual study of stats 
dubbed “Baseball 
Rbstract." A baseball fan 
decided to test a theory he 
had on park effects using a 
minor league based entirely 
in Texas. Because all the 
stadiums in the league were 
constructed at approxi- 
mately the same time, there 
were very few variables from 
park to park, except for 
one: altitude. After a sea- 
son of study, the results 
were clearcut; the higher 
the stadium was above sea 


level, the more home runs 
were likely to be hit there. 
Just look at Coors Field, 
which features perhaps the 
most profound and eccentric 
stadium effects of any park 
in modern history. The thin, 
high air offers less resis- 
tance, so the ball automati- 
cally travels farther. And 
anyone needing proof need 
only check the home and 
away hitting statistics of 
players like Dante Bichette, 
Vinnie Castilla and Eric 
Young (who is almost a sta- 
tistical mirage). 
Unfortunately, very few 
baseball simulations employ 
altitude in evaluating park 
effects, a situation we can 
hope will soon change. 
There are, however, so 
many variables in park 
effects that it is almost 
impossible to tell whether a 
stadium will favor pitchers 
or batters until it opens. 
For example, when the 
Hubert H. Humphrey Dome 
was built in Minnesota, no 
one suspected it would 
become known as the 
"Homer роте”, especially 
since the Astrodome was 
such a strong pitcher’s 
park. Who dreamed that a 
Kirby Puckett would be able 
to hit 30 homers in such a 
large stadium? Asa result, 
the Twins go after players 
who are legit; 300 hitters 
with 20 home run power and 
speed. Because someone 
who can hit 20 dingers in 
Dodger Stadium (a pitcher’s 
park where only five of 
those round-trippers are 
likely to be generated) is 
more likely to hit 30 playing 
out of Minnesota, where 
they may hit 15 to 20 of 
their taters at home. Of 
course, teams can get in 
trouble building around their 


park. Look at the Boston 
Red Sox, a team groomed to 
such a high level of compati- 
bly with their home field that 
it has historically been vul- 
nerable away from Fenway 
Park. As a result, in recent 
years Boston has made a 
notable attempt to build 
teams that are not strictly 
made-for-Fenway and play 
better ball on the road. It’s 
nice to feel comfortable at 
home, but if home is too dif- 
ferent from the rest of the 
world, a player can wind up 
with the hardball equivalent 
of agoraphobia. 

Physical park effects 
include: altitude, turf or 
grass, temperature, wind, 
lighting, the amount of foul 
territory and, of course, the 
outfield dimensions. 
Altitude, in addition to the 
effects mentioned over, 
diminishes air currents. Asa 
result, pitches that rely on 
using air currents and resis- 
tance (such as the knuckle- 
ball) cannot be thrown 
effectively in a high altitude 
stadium (the Rocky staff will 
probably never have a knuck- 
leballer). 

Turf, meanwhile, gives the 
ball a truer bounce, thereby 
helping the fielders, anda 
faster bounce, thereby help- 
ing the hitter. As a result, 
teams with turf need infield- 
ers with good range since 
they must cover more territo- 
ry quickly (such as the Royals 
and the Cardinals during the 
Ozzie Smith years). 

Grass, on the other hand, 
slows down a ball and ran- 
domizes the bounce. 
Remember the famous Dodger 
infield of Garvey and Lopes 
and Cey and Russell? The 
older they got, the higher 
the grass was allowed to 


grow in the infield. 

Then there’s the famous 
dodge of hosing down the 
sliding pits in between 
innings. Groundskeepers 
routinely mist the infield 
during the game to "settle 
the dust." However, when 
the visiting team has a big 
base stealer, that “misting” 
often turns into a flash- 
flood, rendering the sliding 
area a Woodstock-style mud- 
hole. 

Weather can have a major 
impact, or, if the game is 
held in a domed stadium with 
a controlled temperature, no 
effect at all. It is a fact, 
however, that pitchers wilt 
under high temperatures—ask 
anyone who’s pitched in St. 
Louis on a day when the arti- 
ficial turf was radiating 120 
degree and the air held 80% 
humidity. They probably 
crumpled pretty quickly. 
Humidity, meanwhile, makes 
the ball somewhat sodden 
and keeps it from carrying 
(even some domed stadiums 
can generate a good deal of 
humidity and even high-level 
air currents). Cold weather, 
on the other hand, requires 
pitchers to throw more pitch- 
es to get their arm warm. 
Then, of course, there’s 
rain, which plays havoc with 
the pitching staff and makes 
the grass or turf slick. 

Wind effects are most read- 
ily obvious in a park like 
Wrigley Stadium where, for 
half the season, the wind 
blows out and it’s a hitter’s 
park and the other half it 
blows in and the place 
becomes a pitcher’s park. In 
Candlestick, meanwhile, 
gusts could transform the 
most mundane fly ball into an 
epic adventure. 

Lighting is also a key fac- 
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tor. Playing day games was 
always a boon to Cubs hit- 
ters, who, until twilight, 
could see the ball quite 
clearly. Near sundown, the 
construction of the park dic- 
tates the manner in which 
shadows form on the field (a 
pitcher’s ideal scenario: 
they’re throwing out of the 
sun and the batter is stand- 
ing in shadow), and after 
dark the quality of the arti- 
ficial lighting dictates how 
easily the ball can be 
tracked. 

The more foul territory a 
park has, the more it helps 
the pitcher since more fly- 
balls will be caught in foul 
territory. Good defensive 
squads can take advantage 
of that extra space (of 
course, some teams go so far 
as to have their pitchers 
warm up in foul territory, 
thereby negating a lot of 
that space). And as for out- 
field dimensions, obviously 
most parks are more shallow 
in left or right and are 
always deepest in center. Of 
course, in many simulations, 
this almost minor park effect 
totally determines whether 
or not a stadium is home run 
friendly. 

As we’ve seen, the wonder 
of individual park effects 
offer a very complex jigsaw 
puzzle and one of the 
things that makes baseball 
the unique and captivating 
sport that it is. 
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In baseball simulations, as in all sports games 
with a realistic grounding in statistics, the edge is 
information. Theoretically, the best medium for 
locating that data should be the Net. And, as 
expected, locating baseball sites on the web is 
about as tough as tracking down JPEG photos of 
babes in the buff. Simply crank up your browser 
and watch it projectile vomit screen after screen 
of Internet locations devoted to the National 
Pastime. 

Hunting up good sites, as expected, is much 
tougher. This column will attempt to direct base- 
ball gamers toward sites which are truly worth 
the time they take to log on for a visit. 

There are three categories of baseball sites. 
The most visible tier comprises digital publications 
and networks that offer wide-spectrum sports 
coverage and frequently updated primary stats. 
These include the sites for USA Today, CBS 
Sportsline, ESPNet and MSNBC. All have good 
stuff, such as MSNBC's 1997 season projec- 
tions. These mainstream sites are certain worth 
the occasional look-see; and more than that if the 
downloads have value to you. These locations also 
offer interviews and other features that add 
dimension to those armies of numbers that repre- 
sent your team's players. 

The second kind of baseball site is more special- 
ized, but still not really game-oriented. The fore- 
most entry in this category is Stats, Inc.'s large 
and well-stocked area on America On Line. Stats, 
Inc. has become the leader in statistical compila- 
tion and analysis, supplanting both Elias and 
Howe, and this area is a treasure trove for stat 
junkies. Whether you need a summary of transac- 
tions, yesterday's box scores or individual player 
and team statistics, this site is the first place to 
check. Also included are action photos and team 
9985 available for free downloading. 

he Baseball Server is a good, heavy-duty sports 
site with some special attractions for baseball 
overs. The two most interesting are columns by 
wel nown sportswriters Gordon Ede and Tracy 

ingsby. 

Also falling under this classification are individual 
team sites. Every Major League squad has one, 
but the quality isn't consistent. A franchise site 
generally offers statistics, profiles and photos 
complete with ticket and related info for those 
who like to attend games as well as simulate 
them.) 

And don't forget Major League Baseball's own 
site; MLB @ Bat. A trip to this huge area is like 
getting a daily newspaper. Although it has the 
expected "good news" outlook, no site can match 
it for sheer volume and scope of material. 
Whether you want to find out more about old- 
ters or vote for the all-star game, it's all right 

ere. 

Players in leagues that include players from the 
pa as well as the present can find help at Total 

aseball. It offers daily updates, but the biograph- 
ic and statistical information on past seasons is 
more informative and enjoyable to read. 

A Slightly less ambitious old-timer site is Pop 
Award, which pays homage to Perfect Offensive 
Players, i.e. those who have produced a .300 BA, 
-400 ОВР and .500 SLG. This is one of the 
most visually attractive baseball sites around, and 
the content is solid and serious. 

The third, and most intriguing type of baseball 
site are the specialized areas that cater to the 


needs of sim and Jansen gamers. Most are con- 
nected to a game publisher or sponsor of on-line 
baseball. Some of the best fantasy sports 
leagues can be found within the Network sites 
themselves, like the aforementioned MSNBC, CBS 
Sportsline, and most notably ESPNet's 
Sportszone. 

MicroLeague Multimedia, Inc. (MMI) is the sin- 
gle most important site for baseball sim 
mangers. MMI owns both MicroLeague and 
APBA, plus a company that makes sports card 
collector software, so this area offers news 
about more new products for sim managers than 
any other site. Unfortunately, it's still less than 
ideal. The company has had trouble mastering 
the new medium, but there's enough news and 
support to justify a visit every few weeks. Now 
that MMI has broken the production logjam on 
new products, it should be able to improve and 
upgrade its digital presence. 

ure Baseball is a site intended to support a 
statistically based on-line baseball simulation. 
That's enough to make it worth a link, but it offers 
much, much more. Pure Baseball is a well-written 
and Миа stylish production. A staff of experts 
who love the sport supply daily baseball news, 
columns and features about major players and 
trends. Gamers will especially welcome the regu- 
larly updated depth charts and rookie reports. 
Pure Baseball makes sites that post once a 
month look anemic. 

Diamond Mind Baseball is a smaller site with 
two main components: informative bulletins about 
the sim and high-end statistical analysis for arm- 
chair managers. Total Baseball Daily is available 
here, a must-read for serious baseball student. 
Like the game itself, this isn't the fanciest page in 
cyberspace. Don't expect in-your-face graphics or 
voluminous daily postings. Still, Torn Tippett and 
his team generate a steady stream of thought- 

rovoking articles in the Bill James/Thomas 

oswell mode. 


http:/ /msnbc.com/news/mlb. front.asp 
www. majorleaguebaseball.com 


Wwww.nando.net/sportsserver/baseball 


www.diamond-mind.com 


www.purebaseball.com 
www.totalbaseball.com 
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Conditional Value 

The single most important factor in valuing a card is 
its condition. The condition of a “good” card is based 
on four distinguishing features: corners, centering, 
surface and color. The corners should be sharp, not 
rounded (unless intended). The picture should be 
evenly centered between all four borders. The surface 
should be perfectly smooth and with- 
out flaws. The color should be clear 
and untainted. The grade of your 
card will be determined by every one 
of these aspects. Simply put, you 
need to pay attention to these fea- 
tures when purchasing, trading, and 
handling cards in your collection. 


Supply 

Another noteworthy factor in valuing 
a card is supply available. How many 
of this particular card are in circula- 
tion? Unlike the past, companies 
often publish their actual production 
numbers and list stated odds to find- 
ing the more valued cards (i.e. 
inserts, bonus cards or subsets). 
Nowadays, many companies are 
adding certified or serial numbering to 
these insert cards keeping you 
abreast of the supply in circulation. 
There are more card-producing com- 
panies out there than the past, and 


Next Generation 
The art of imaging, foil-etching, holography, shaping 
and die-cutting have transformed the sports card 
industry. These modernized techniques have succeed- 
ed in giving the rather conservative industry a product 
line with very dynamic and distinguishing traits that 
have had a major effect on collector's mass appeal. 
The "cooler" looking cards (i.e. 
Topp's Refractors) have captured 
the attention of the young; the 
new generation. The "nicer" or 
more simplified cards (i.e. 
Bowman), appeal to generally the 
older, card-collecting enthusiasts. 
Whatever your desire, there is 
something for everyone. My cus- 
tomers range from age five to 65, 
male and female. 


Image is Everything 

Last but not least, we definitely 
need to consider the sports figure 
pictured on the card. Is he or she 
one of the best in their respective 
Sport? Does the player have a 
positive or negative public image 
(Rodman has received both)? 
Does the player play in a "Big 
Market" city like New York, Los 
Angeles or Chicago? What level 
of success has the player's team 


Ken Griffey Jr. 


each one has multiple product lines 
within each sport. Bottom line is that 
cards are more advanced today, and 


1989 Ken Griffey Jr. rookie card. It is the #1 card, 
first year and first release for Upper Deck company. 
It's current market value is $75, but with record- 
breaking months like Griffey had in April, this card 


reached? Or in Jordan’s case, 
how many rings? What kind of 
potential does this young rookie 


there are a lot more to choose from. 


Age 

A card’s age will influence its condition and ability to 
be found. In general, older cards are more scarce. 
Cards produced in the 50s and 60s were not given the 
attention and treatment that these later and greater 
cards receive today. The oldies were often lost, 
destroyed, or given away never to be seen again. 
Those cards that survived the beatings of bicycle 
spokes and street curb scuff are far and few between. 
Finding vintage cards in mint condition at a good fair 
price is hard to do. Back then only a true collector, an 
avid sports fan, would give their cards the royal treat- 
ment that they deserved... the only problem is that 
they usually left them at home while going to college, 
only to find out later their mothers had shipped them 
off to Goodwill! “Mom, | coulda been rich...” 


can easily exceed $100 by season's end. 


have? As you can see, some of 
these factors are not imminent at 
the time of purchase, and that’s 
where your ability to scout and speculate comes into 
play. But with unforeseen circumstances such as free 
agency and injuries, only time will tell. 

| hope these tips add value to your collection, and 
improve the quality of the set you are building. Always 
keep in mind that the hobby was based on fascination 
and that the ultimate value is your own. What does 
your collection mean to you? 


Vincent Shelton lives in Agoura Hills, California. After graduating 
from the University of Santa Barbara in California, he opened his 
store in the Spring of 1990. He's been an avid collector for 25 years. 
Sports Card Outlet 
Thousand Oaks Blvd. 

Agoura Hills, СА 91301 
(818)889-3315 
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UP-TO-DATE INFO ON ALL THE HOTTEST GAMES! | 
UPDATED DAILY! TOP-TENS! CODES, CODES, 4 
CODES! SAMPLE GAME MUSIC! QUICKTIME 
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1. MicroLeague Baseball (Various Computers) 
This was the first creditable statistical 
simulation with full-screen animated graphics. 


2. John Madden Football (EA/SNES/Genesis) 


FAME 


Welcome to GSN’s Hall of Fame where 
we’ll showcase the best sports games of 
all time. For the first issue, you’ll find 
the Top 5 sports games from our four 
editors. Keep in mind, this motley crew 
culminates over 50 years of sports gam- 
ing experience, so there’s quite a cross- 
section of titles here. 

But wait! We want your top sports 
titles too. Each issue from here on out, 
we'll add new inductees; titles that rep- 
resent your most enjoyable sports gam- 
ing experiences. So pull out the 
Intellivisions and Odysseys, and saddle 
them on up next to the ole PlayStations 
and Nó4s and see who floats to the top! 
Send your lists to: 

GSN Hall of Fame 
5137 Clareton Dr., Ste. 210 
Agoura Hills, CA 91301 


Who knows... maybe we'll throw in a prize 
or something. 


BILL 


1. Pele Championship Soccer (Atari 2600) 

The first vertically-scrolling soccer 

game with a real sense of what a sports simu- 
lation could actually achieve. 


2. World Series Baseball (Mattel/Intellivision) 
You needed two human players, but this early 
80s game brought a TV-quality look. 


3. MicroLeague Baseball(MiSR/Various computers) 


The first non-arcade baseball sim to offer 


drafting, stats and realistic replays along with 
full-screen graphics; unparalleled combination 


of stat replay and visual presentation. 


4. John Madden Football (EA/Genesis and SNES) 


Though the perspective was first employed in 


the coin-op Cyber Bowl, it had "the look" that 


all other gridiron sims have tried to surpass or 
recreate ever since. 


5. NHL (ER Sports/Genesis and SNES) 


NHL and its successors have kept this the key hockey 


franchise in the electronic games business. 


This is still the definitive play-system. 


3. Championship Boxing (Sierra On-Line 
/Various Computers) 

A rare combination of realism and 
interactivity for a computer boxing sim. 


4. Links (Access/Various Computers) 


The program defined golf state-of-the-art. 


5. Superbowl Sunday (Avalon Hill/Various 
Computers) 

Ed Daniels' football sim combined 
accuracy, high play-value and full-screen 
visuals. 


GEOFF 


1. NHL 94 (EA/Genesis) 

There has never been a sports game with this kind 
of control. Well over a thousand games and still 
counting... 


2. VR Golf (Interplay/ Playstation) 
The quintessential golf sim. Best graphics, best 
features. 


3. NBA Live 97 (EA/ Playstation) 
Shoot Out? Give me a break! 


4. College Football USA 96 (EA/Genesis) 
Beats even its Madden counterpart 


5. Triple Play 98 (EA/ Playstation) 

It arrives, everything else disappears. Combines 
the beauty of WSB and the sim of VR baseball. How 
"bout that commentary? 


RUSTIN 


1. Madden (ER/Genesis) 
“The Standard” as EA puts it. 


2. Mike Tyson’s Punchout (NES) 
What can I say? There hasn’t been another like it. 


3. NBA Shootout ’97 (Sony/Playstation) 
Sony’s rollin’ with the best hoops game to date. 


4. Tecmo Bowl (Tecmo/NES ) 
People weren’t too happy that it wasn’t like the 
arcade, but fell in love with the home version. 


5. Pole Position (NAMCO/NES) 
The most highly anticipated and sought after racing 
game of our generation. 


gamefan sports network 


COMING NENT ISSUE IN GSN... 


Don't miss our Football Issue, where we'll compare 
the Big 2 as well as all their worthy opponents 
including the first N64 football game ever... Watch 
out for high-sticking, plus a couple more AWESOME 
looking baseball games you won't want to miss! 


ш? | 


; NFL GameDay '98 Madden 98 авс '98 - N64 


Hockey is here! MLB '98 Ken Griffey on the N64! 


e battle on the PlayStation gridiron enters another chapter as Madden 98 butts heads 
i with GameDay 98 once again. Watch out, though, because Acclaim is set to blindside 
the both of them with their amped-up GB Club '98 — the first football game ever for 
N64! When the dust clears, who will stand victorious? We've got the answer for you... 


Interviews, interviews, interviews. Weill-be talking with some of the best developers about 
their upcoming titles. The Lonestar state's premier gamers, Iguana, will be giving us the 
skinny оп GBC '98, while Virgin will shed some light on their stellar new hockey sim, NHL 
Powerplay ‘98. Also, we'll visit Sega and chat about Sega Sports’ attempt to recapture 
some of its lost glory. 


Check out our reviews of such monster titles as Madden 98, NFL GameDay ‘98, VR 
Football ‘97, NHL Powerplay ‘98, NHL Breakaway '98,NBA Hangtime, and World Series 
Baseball ‘98. And don't forget ЕЗ! It's happening in June and we'll give you the scoop on all 
the latest sports releases coming your way. Until then... practice, practice, practice. 


gamefan sports network 


A NINTENDO 64! 


We need to know who you are and what you're playing so we can better serve your specific 
needs. We'll enter each entry in to a drawing and give away a Nintendo64 with Super Mario 
64 to the lucky winner. The winner's name will be published in a future issue of GSN. 
Xerox copies are of course welcome (to save the page). 


Your Name. Address 
City. Zip Male. Female 
1. Which system(s) do you currently own? 11. Where do you buy most of your magazines? 
Nintendo 64 Saturn Software Store Grocery/Drug Store 
PlayStation Super NES Book Store Mini Mart 
Genesis GameBoy Newsstand Subscription 
GameGear Other Other 
2.Do you have regular access to a personal computer? 12. Do you attend sporting events? Yes No 
Yes No If so, how many events do you attend a year? 
3. Approximately how many hours a week do you play? 13. Which sports interest you most? 
Home Video Games Football — ^. Basketball 
Arcade Video Games Hockey — 1. Baseball 
Computer (PC) Games Golf/Tennis Soccer. 
4. Have you ever visited a video gaming website? Racing —— —— Other 
Yes No 13. Do you collect sports cards, memorabilia, etc.? Yes. — No 
5. Have you ever visited www.gamefan.com? If so, approximately how much do you spend a year? $.— — —— 
Yes No 14. Do you buy sports apparel, equipment, etc.? — . — Yes. — No 
6. How many games do you buy per year? If so, approximately how much do'youspendayear? $__ 
Video Games Computer Games 15. How much time do you spend with each issue? — &— Hrs. 
7.How many games do you rent per year? 16. How many times per month do you refer to the issue? 
Video Games Computer Games 17. Do you plan to buy the next issue? Yes No_ 


8. Approximately how much do you spend on electronic 

entertainment each year? $ 

9. What are your favorite types of games? 
(10=favorite, 1=least favorite) 


Action Action/RPG. — . Adventure. —. Driving 
Fiohüng. —  . Platform Puzzle Simulation — 
Sports Strategy. RPG. 

10. Where do you buy most of your games? 
Dept. Store E. Boutique Babbages 
Software Etc... — Toys В Us Sears 
Toy Store Mail Order. Other. — 1. 


18. How many people look at your issue No. 

19. Which other video game/Sports publications do you read? 
Name: 

20. My household income: (check closest answer/optional) 


$20,000-$30,000 $30,000-$40,000 
$40,000-$50,000 $50,000-$60,000 
$60,000-$70,000 $70,000-over 
18. What other activities do you enjoy? 
Music Sports 
Movies Internet 
Other 


Send completed Survey to: GSN Reader Survey 5137 clareton Drive, Suite 210, Agoura Hills, CA 91301 all entries must be received by September 
31, 1997. For a complete list of rules and details send self addressed envelope to the address above. Void where prohibited by law. 
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VS THE WORLD 
“sets the up for wt ee 


| | 
XW e Available for PlayStation : / ۸ 


б> - • 15 of your favorite 
- rA à A 1 WCW-superstars 
Au e Bü wrestlers from >. j 
ie 6 different organizations 7} } 


+ 30 to 40 moves / ihe Es: 
е per wrestler ‚ f \ ; 
| we + Over 10 hot 3-0 arenas á V i 


^W 


Eddy Guerrero 


Visit your local retaileror call 


1-800-WCW-8468 for orders only 


ТН www. wewwrestling.com нй 
= | WWW, thd. com à 
© 1997 Asmik/TeHO, Inc. Hulk Hogari ts a radermark of Marvel Enertainment Gc Js used under Бове by Worki Championstip Wresting «1997 World Ciamipionship resting" 


rop. Ic andi 
‘ight reserved PySuion and Руба Jogos are rasa of Sony Computer Entertainment nc A ghe reserved 
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authentic major league 


The most authentic baseball game available has re-loaded to defend its crown. Everything else seems strictly bush league 


Also available on ` www.sega.com 


Made with love’ by: 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


